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DEDICATION ov caer rannas 


I would like to dedicate this book to the men and women re fought and died to preserve the freedom of the Allied 
countries in World War II. Without their sacrifice we would not have the way of life we enjoy today. 


This chapter takes a look at the basic tactics and strategies that must be 
mastered for you to achieve success in Brothers in Arms: Road to Hill 30. From 
the characters to the weapons, to a section with infantry tactics and tips, after 
reading this chapter the tools needed to succeed will be in your toolbox. 


THE CHARACTERS 


The men you fight alongside in this game are your “brothers in arms.” You'll come 
to know these men, their quirks, their strengths and weaknesses, and even get to 
like and dislike them as the game goes on. This section takes a brief look at the 
background of each of the characters in Brothers in Arms: Road to Hill 30. 


‘ak 
? 


gant Matthew Baker is the central character of the story. He's the character that you take control of as you play 
! . Baker was just a normal soldier until just days before the drop into Normandy. When his Sergeant 
practice jump, Sgt. “Mac” Hassay promoted Baker at the last moment. Baker begins the game 
leading his men, even frightened he might get them killed. Only once the bullets begin to fly does 
t portance of finding his men and getting them home. 


w 


toon miapegoant Greg “Mac” Hassay lives his life by the saying, “take no crap from no man.” Leading three squads 

i! Normandy is no small task. Luckily, Mac has much faith in Baker as a leader even if Baker does not. 

2s Baker a quick order and runs back to the other squads who need his help. Baker receives most of his 
i from Mac. 


the war. He's an expert with automatic weapons, and leads the Assault Team under Baker. Corrion 
but a very dependable team leader in combat. He constantly smokes cigarettes and likes to 
ps him concentrate. 


Pyt. Larry Allen and Pvt. Michael Garnett are two soldiers that upon meeting each other never really 
Spent time apart again. While many in the squad consider their humor to be a bit juvenile, this does 


INFANTRY 
TACTICS 


Entire volumes of books have been written about infantry 
tactics, so we can’t hope to cover this topic in the kind of 
detail that is possible for hardcore war aficionados. Still, 
this section takes a look at the key concepts needed to 
maximize your chances of success in Brothers in Arms: 
Road to Hill 30. 


MGVING UNDER 
FIRE 


Moving under fire is the kind of movement that you 
have likely seen in war movies (and even police movies) 
for many years. This technique involves “leap-frogging” 
from cover to cover with the squad split into two groups. 
One group lays down suppressing fire while the second 
group moves forward to the next piece of cover. Then, 
the group that just moved starts to fire to suppress the 
enemy so that the other group can catch up. There are 
many instances in 
the game where 
you'll use this 
exact technique to 
| move on enemy 
positions. 


THE 
MAKEUP OF 


A SQUAD 


A squad is typically made up of six to twelve men. The squad 
consists of a squad leader, riflemen, scouts, and a base of fire 
group (BOF), The leader runs the show while the base of fire 
group lays dawn suppressing fire on. enemy positions. The 
riflemen are the all-purpose men who flank and assault enemy 
positions. The BOF group also usually has at least one member 
with a heavier machine gun like a BAR or a mobile Browning 
30 Cal gun. 


ALL-OUT ASSAULT 

An all-out assault is just like it sounds; your entire squad 
runs - guns blazing - at the enemy location in an attempt 
to overwhelm the enemy and take them out in one fell 
swoop. An alternative to the all-out assault, and one that 
you can use in this game, is to have your BOF (base 

of fire) Team lay down suppressing fire while you and 
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your AssaultMeam overrun theenemy position. While 
very dangerous, all-out or partial assaults can be highly 
effective. Know, however, that. there is a chance that your 
men will fall in battle when you assault an enemy head-on. 


As annoyed as you may be by being pinned by an MG 42, 
never ever assault a machine gun nest into its line of fire. If 
you try this, you will die. Always flank MG 42 nests. 


FLANKING 


Flanking is the act of moving around to the side or rear of 
an enemy position and then taking them out by surprise. 
In some cases the enemy isn’t surprised, but since they 
are being attacked from two directions they don’t stand 
much of a chance. There are two main flanking tactics you 
will use. First, your BOF Team lays down suppressing fire 
on the enemy to occupy them while you and your Assault 
team move around the side of the area to flank them. 

The second variation is more risky. In this situation the 
enemy is usually greater in numbers so that you have to 
use both of your teams to lay down suppressing fire while 
you flank the 
enemy positions 
alone. Either 
way, flanking the 
enemy is critical 
and you will find 
yourself using it 
early and often in 
this game. 


SUPPRESSING FIRE 


Suppressing fire is gunfire that’s meant to keep the 
enemy occupied to the extent that they are not even 
firing back. In the game, there are icons above the 
enemies that show how suppressed they are. The 
more gray the icon (circle), the greater their level of 
suppression. 


The reasons to suppress the enemy are threefold. First, 
you can keep the enemy pinned down while one of your 
team (or you) flanks their position. Second, you can 

pin the enemy to allow you to move your men safely 
(relatively speaking) toward the enemy or some piece 
of cover you covet. Lastly, you can suppress an enemy 
position so that you can assault it without the enemy 
being able to defend themselves. 


Suppressing fire is your friend; use it in every single 
mission. Get in the habit of routinely using your BOF 
Team (when you have one) to pin one or more enemy 


groups down as soon as you are aware of their locations. 


LEADING WitTHK 
HARDWARE 


In many of the missions, you'll have Grenades at your 


disposal (between three and five). There are many times 
when enemies are embedded in firm defensive positions 


and the best way to deal with them is to lob a Grenade 
into their foxhole/fortification. A well-placed Grenade 


does a great deal of damage and usually eliminates all the 


enemies within a ten foot radius. 


TACTICAL 
MANAGEMENT 


There are two incredibly versatile tools that make this 
experience a special one. The first tool is the Situational 
Awareness Mode which allows you to plan your tactics 

in more detail than any game that has come before. The 
second tool is the in-game Fire Team management tool 
that allows you to control what your Fire Teams are doing 
at any given time. 


SITUATIGNAL 
AWARENESS 
MODE 


The Situational Awareness screen is an amazing tool that 
makes the job of planning on the tactical level a breeze. 

By pressing the Situational Awareness Mode button, you 
enter an isometric three-dimensional view of your team 
and the enemy teams. Another click of the button moves 
the center of focus between the allied teams and the 
enemy groups in the area. Entering into the Tactical Mode 
freezes the in-game action, giving you as much time as you 
need to plan your moves or see just where the enemies are 
location and what the best path to their location is. 


PUSH INTO CARENTAN 


=I. 


* * 


Sgt. Matt Baker 


FOUCARVILLE BLOCKAD! PUSH INTO CARENTAN 
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The other very unique feature is the inclusion of the fire 
teams that you gain control over in nearly every mission. 
These teams are either Base of Fire (BOF) Teams, or 
Assault Teams, or both. Usually these teams consist of 

a group of one to three men, but in several missions the 
Assault Team is a Stuart tank or a Sherman M4 tank. 


Take the time to master the controls and nuances of 
managing your Fire Teams early in the game because it 
serves you well later. There are a set of controls that are 
specific to your Fire Teams. Mastering these controls is 
critical to achieving success as you progress through the 
game. The controls are as follows: 


BASIC ORDERS 
MOVEMENT 


Hold the command button and target a location to position the blue command ring. Release the 
command button to order the selected fire team to move to the designated location. Movement 
is the most basic of the squad commands and the most crucial to playing Brothers in Arms. 

It’s used to move your men into tactical positions, set up fire bases or flanking positions, take 
cover, etc. Make sure to familiarize yourself with the command process. 


FIRE ORDER 


Hold the command button and target an enemy position to bring up the red reticule. Release the 
command button to order the selected fire team to lay down all their firepower on that enemy. 

The fire command orders your men to actively suppress an enemy behind cover or annihilate an 
exposed enemy. A squad responding to the fire order fires at full strength for a time, but eventually 
eases up. Remember to stay on top of your teams if you want to maximize your firepower! 


ADVANCED ORDERS 
ASSAULT 


Again, hold the command button and target the enemy. However, instead of releasing the 
command button, tab the fire button to initiate an assault with the selected team. An assault is 
avery powerful tactic that can overrun even a well-protected enemy. However, it’s dangerous 
if used at the wrong time. Use it in tandem with suppression and flanking for a safer assault, or 
command both teams in for an overpowering charge! 


FALL IN 


This orders the selected team to move to your position and follow you around the battlefield. 
It’s most useful for moving your troops in non-combat situations or adding some backup 
firepower to your own offensive maneuvers. 


Owe 


FALL OUT 


This orders the selected fire team that’s currently following you to stop at your current 
location. Use this to scout out a good attack position and quickly set up a base of fire. 


Command 
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This section provides 4 list of short tip 


our disposal, take 
on the turret. This 


(When you have a tank at ¥' 
e amount of extra 


advantage of the .30 Cal gun 
allows you to lay down & larg! 
suppressing (cor 
While being on the tank put 
greater risk for being 
shot (let's face it, it 
makes you @ good target 
for enemies), when used 
properly against small 
groups of enemies, it’s 
very effective. 


attacking fire) on enemy positions. 
sg you at a slightly 


© Take advantage of MG42 
emplacements whenever 
possible. The MG 42 is 4 
very powerful weapon 
and if you can turn iton 
the enemy, all the better. 


rve ammunition in your 
Thompson machine gun when not in close-quarters 
combat. It’s easy to use up all of your Thompson 
ammunition clips by pouring gunfire at enemies 
that are far away, put resist this temptation. Save 
your Thompson ammunition for close-quarters 
fighting where it can be the most effective. 


Be careful to conse’ 


@ Keep an eye out for 
enemy weapons that 
have been dropped by 
fallen German soldiers. 
The STG 44 is an 
excellent weapon and 
there is usually a fair 
amount of ammunition 
available for it. 


s and strategies to reme 


(9 Go for the most lethal 
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mber as you play. 


to switch to enemy weapons. There 


Don’t be afraid 
rounition around than 


is always more enemy am 
allied ammunition. 
effective weapon despite 


Even the K98 rifle can be an 
its bolt-action design. 


enemy target first. If 
you’re faced with a wall of 
enemies, g0 after the one 
who’s causing your squad 
(not just you) the most 
problems. In most cases 
that’s an MG 42 gunner, 
but in other cases it’s & 
rifleman off to the side. 


(stay Low! It’s always 
important to stay low 
when the enemy if firing 
on your position. Don’t 
rush things; it’s usually, 
safer to stay crouched 
when moving 4s the 
enemy fires on your 
position. 


€@ Listen carefully to your squad members. Often 
they'll tell you what’s coming and where they’re 
coming from, whether it’s a Panzer IV tank or 4 
group of soldiers. They'll also usually let you know 
when all the enemies in the area are vanquished. 


> Fignt from long range 
when you can. If you 
nave a rifle with a scope 
cor even if you don’t), 
take out the enemy from 
as far away aS possible. 


o If you see an enemy Gre 
like heck! The enemy doe: 


to time, so always be on the lookout for them. 


nade coming your way, run 
s use Grenades from time 
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The weapons are an important part of the game. Fortunately, the weapons are interchangeable and when ammunition 
runs low, you can switch to an enemy’s weapon. This section takes a quick look at the weapons available to both sides. 


THE ANERICAN WEAPONS 


39 ounces 


Caliber 


-45 inches 


The standard sidearm of American soldiers since the early 1900s, the M1911 .45 is the handgun of choice for many 
paratroopers. It is a semi-automatic weapon with a seven-round magazine, pluse on in the chamber and an effective 
range of 80 feet. 


Operation Gas Piston, Semi Automatic 


Developed by John Garand, the M1 Garand was the first general-use semiautomatic rifle used by the American armed 
forces. The action of this rifle is gas-operated, meaning the gas from the first shot moves the next round into the 
chamber. Each clip for the M1 Garand holds eight rounds, so a soldier can fire eight rounds without reloading. This .30 
caliber rifle weighs 4.3 kg unloaded. 


Operation Turn-bolt 


The Springfield M1903 is a .30 caliber rifle and has a magazine of five rounds. It was made by U.S. Rifle and dates back to 


the Spanish-American War. Most Springfield rifles were equipped with M73B1 2.5x telescopic sights, as is the Springfield 
used in this game. 


Operation Gas, Full Auto 


Caliber .30 inches 


_ Created by John Browning in the dying months of World War I, the BAR (Browning Automatic Rifle) was modified 
___ several times up until 1939 when the M1918A2 model was finished. It weighs nearly 9 kg, its magazine holds 20 rounds, 


32.5 Ibs. 


Operation Recoil, Full Auto 


Caliber .30 inches 


The air-cooled Browning .30 Caliber machine gun was less than half the weight of its water-cooled sister (the Browning 
M1917A1), making it a reasonable alternative for mobile troops. The A4 weighed just over 41 Ibs with the tripod 
attachment and had an ammunition capacity of 250 rounds per belt. Since the weapon could fire over 400 rounds per 
minute, a single ammunition belt would usually last only a few precious seconds. You get to use a Browning .30 Cal gun 
on top of the Stuart tank, and also near the beachhead early in the game. 


Operation Gas Blowback, Semi/Full Automatic 


Caliber -45 inches 


Mtn 
The Thompson submachine gun is actually a descendant of the Tommy guns from 1920s gangster movies and was the 
standard sub-machine gun for the American troops. At a weight of 4.8 kg, the Thompson is fully automatic, firing at a 
rate of about 700 rounds per minute. It’s easy to whip through all of your ammunition with this weapon, so fire in short 
bursts rather than emptying a clip all at once. 


Operation Self-Propelled Rocket 


Caliber 2.36 inches 


The Bazooka was the most effective rocket propelled grenade device to be used in combat in WWIL. While not always 
effective against the enemy’s heavier armor, the Bazooka was capable of penetrating heavy armor at much greater 
distances than its German counterparts. 


The M ragmentation Grenade was the Americans’ bread and butter hand-grenade 

in WWII. Known as a “pineapple” grenade, the MK2 is renowned for its large and heavy 
fragments that blow outward with great velocity over a great distance, causing severe 

e to anyone in the way. 4.5 inches long and weighing in at about half a kilogram, the 
the MK2 was a 4.55 second delay. The effective range of the MK2 was 4 meters. 


— 


Max Speed 46 km/h 


Coaxial MG -30 in Browning 


In WWII the Germans where known for their superior armor, and the Russians had the T-34 Battle Tank (arguably the 
best tank in the war). That said, as the U.S. entered World War II it did not have a modern battle tank in production. 
Rather than spend extra resources and time developing a new tank, the U.S. decided to build larger numbers of the 
Sherman M4, an average and reliable tank. 


The Sherman was relatively simple. However, this simple technology meant that it was very reliable, especially when 
compared to the German tanks of the day. The Sherman M4 weighed 32 tons, had a standard crew of five men, and a top 
speed of 29 mph (on roads). The Sherman also had a respectable range of roughly 100 miles (depending on the terrain it 
was covering). The Sherman used a 75mm M3 main gun, a .50 Cal Browning machine gun mounted on the turret and a 
COAX gun mounted insidejthe turret of the tank. 


Max Speed 58 km/h 


Coaxial MG 


The M5 Stuart was a revision of a series of light tanks from the M1 up. The M5 began production in July of 1942. The M5 
had two liquid-cooled V-8 car engines to drive it across all kinds of terrain. The M5 was an effective light tank for use against 
softer targets, although this armor could not go up against the German Tiger Tanks and expect to emerge in one piece. 


There were quite a few variations on the M5, including a Command Tank, a Flame Thrower Tank, a Hedgerow-cutting 
Tank, a Bulldozer Tank, and even a Rocket-firing Tank. Although there were many variations on this tank, the basic M5 
had a crew of four, weighed in at over 14.5 tons, and had a maximum speed of 58 kph. The Stuart’s main armament was 
a 37mm cannon, but it was also equipped with .30 Cal machine guns both in the hull and on the turret. 

All in all it was an excellent tool against soft targets. 


GERMAN 


Weight 88 grams 
Magazine: 8 Rounds 
Caliber .38 inches 


The Walther P38 was designed to replace the aging Luger Pistols in the mid 1930s. The P38 was designed by the Carl 
Walther company and was adopted by the Werhmacht (German Army) in 1938. 


The K98 (Karbiner Kurz, or “short carbine”) was made by Mauser and was the main rifle for German troops in WWII. 
The K98 used 7.92 mm ammunition and had clips of five rounds each. The downside was that the bolt had 

to be cycled each time the weapon was fired, slowing down its firing rate and forcing the shooter to take his eye 

off the target. 


Length 32.75 inches 


32 Round Detachable Box Magazine 
Gas Blowback, Full Automatic 


Caliber 


The MP 40 (Maschinenpistole 40) was the most common German sub-machine gun in WWIL. It was a well-made gun 
that had some revolutionary features for its time, like a folding shoulder rest. It uses 9mm ammunition and can hold 32 
rounds per clip. The MP 40 can fire 500 rounds per minute and has an effective range of about 100 meters. 


REP (Gir) GS 


Operation 


| Caliber 7.92mm 


The MP 44 (Machenin Pistole 44), also known as the STG-44 (Sturmgewehr, or literally “Storm Rifle”), is considered 

by many to be the first assault rifle, and was developed in 1943 in Germany. The STG 44 is a powerful weapon that fires 
7.92mm rounds. This assault rifle had a lot of stopping power but was very heavy at 5.2 kg (empty). Capable of firing 500 
rounds per second from a clip of 30 rounds, the STG-44 was the weapon of choice for many German soldiers. 
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inches 


48 inc! 
25 Ibs 8 oz 


Caliber 


Developed in 1942 by the German company Metall und Lackierwarenfabrik Johannes Grossfuss AG, there were no less 
than 400,000 of these weapons produced during WWII. The MG 42 design was so superior that it’s still made today. The 
MG 42 has a rate of fire of 1,500 rounds per minute and receives ammo via a continuous belt feed system. 


CONTROL PC XBOX 


FIRE LEFT MOUSE BUTTON R1 BUTTON R BUTTON 

; f SELECT WEAPON 1 0R 2 KEY R2 BUTTON Y BUTTON 
| JUMP SPACE BAR X BUTTON A BUTTON 
SELECT UNIT TAB KEY L2 BUTTON WHITE BUTTON 


FALL IN SHIFT KEY (HOLD) D-PAD DOWN D-PAD DOWN 


SHIFT KEY D-PAD RIGHT 


D-PAD RIGHT 


When you complete a mission on one of the four skill levels you open up extra materials that you can enjoy. 
The following breaks down what extras you earn for each mission and skill level. 


RENDEZYOQUS WITH DESTINY 
Easy — Colony John Antal biography. 


SILENCE TKE GUNS 
EASY — General Eisenhower's D-Day letter. 
NORMAL — Motion Capture Animation. 
DIFFICULT — 502 PIR Intel Report — May, 1944. 


AUTHENTIC — Pre-production animatic of airdrop sequence. 


ANIBUSH AT EXIT 4 
EASY — Germany Army Ost Battalions — Col. Antal briefing. 
NORMAL - 60 years later — Gearbox at Exit 4. 
DIFFICULT — Link up with 4” Infantry Division — Col. Antal briefing. 
AUTHENTIC — The M1 Garand rifle — Col Antal briefing. 


GQBJIECTIVE XYZ 
EASY ~The story of Objective XYZ. 
NORMAL - Research at the US National Archives. 
DIFFICULT — The Thompson submachinegun — Col. Antal briefing. 
AUTHENTIC — Normandy photo essay. 


/ \SWUANG: 


FOUCARVILLE BLOCKADE 
EASY — Brothers in Arms art department. 
NORMAL — German army regular infantry — Col. Antal briefing. 
DIFFICULT — Foucarville Blockade official after-action report. 
AUTHENTIC — Col Antal's field training exercise for Gearbox. 


RONNMEL’S ASPARAGUS 
EASY - Brothers in Arms programming department. 
NORMAL — US Army Signal Corps photos of glider landings. 
DIFFICULT — The gliders of D-day — Col. Antal briefing. 
AUTHENTIC — Museum research around the world. 


ACTION AT VIERVILLE 
EASY - Brothers in Arms level design department. 
NORMAL - The Stuart Tank — Col. Antal briefing. 
DIFFICULT — 60 years later, Gearbox in Veirville. 
AUTHENTIC — Pre-production lip-synch screen test. 


DEAD NAW S CORNER 


EASY — Brothers in Arms key personnel. 


NORMAL — Dead Man’s Corner comparisons, game vs. real. 
DIFFICULT — 60 years later — Gearbox at Dead Man's Corner. 
AUTHENTIC — The German K398 rifle — Col. Antal briefing. 


THE CRACK OF DAWN 
Easy — Brothers in Arms production team. 
Normal — Aerial photos of Dead Man’s Corner Crossroad area. 
Difficult — The Brothers in Arms screenplay. 


Authentic — Dead Man’s Corner official after action reports. 


THE FALL GF ST. CONE 
Easy — St. Come-du-Mont, then, now, and in game. 
Normal — Research at the US Ordinance Museum. 
Difficult — The Stug Tank — Col. Antal briefing. 


Authentic — Orchestral score, part 1. 


BUYING THE FARNE 
EASY — Recreating Normandy. 
NORMAL - The Sherman Tank — Col. Antal briefing. 
DIFFICULT — German army Falschrimjager — Col. Antal briefing. 
AUTHENTIC — Orchestral scrore, part 2. 


ALTERNATE ROUTE 
EASY — The German MP40 SMG — Col. Antal briefing. 
NORMAL - Alternate Route official after action report. 
DIFFICULT — The bridge: then, now and in the game. 
AUTHENTIC — Orchestral score, part 3. 


PURPLE HEART LANE 
EASY — Belgian Gates. 
NORMAL — Purple Heart Lane, then, now and in the game. 
DIFFICULT — Museum collaboration and endorsement. 
AUTHENTIC — Purple Heat Lane official after action report. 


CGLE’S CHARGE 
EASY — Col. Antal’s weapons training for Gearbox. 
NORMAL - Lt. Col. Cole's CMH Citation. 
DIFFICULT — Ingouf Farmhouse: then, now and in the game. 
AUTHENTIC — Cole's Charge official after action report. 


RIPE PicHINGS 
EASY — E3 Demonstration video. 
NORMAL - Col. S.L.A. Marshall's sketch map of Ripe Pickings. 
DIFFICULT — Holding the line - the afternoon fight. 
AUTHENTIC — 1944 Aerial reconnaissance photograph of area. 


PUSH INTC CARENTAN 
EASY — The 17th Panzergrenadiers — Col. Antal briefing. 
NORMAL - Rebuilding Carentan, 1944. 

DIFFICULT — The Panzer Mk. IV tank — Col. Antal briefing. 
AUTHENTIC — Gory, Gory — Gearbox sings the paratrooper song. 


TON AND JERRY 
EASY — City fighting in 1944. 
NORMAL — 1944 Aerial reconnaissance photograph of Carentan. 
DIFFICULT — The Springfield 1903 Rifle — Col. Antal briefing 
AUTHENTIC — The cathedral at Carentan. 


WG BETTER SPOT TO DIE 
EASY — Pre-production animatic of Hill 30 sequence. 
NORMAL - 60 years later — Gearbox at Hill 30. 
DIFFICULT — Link up with 2% Armored Division — Col. Antal briefing. 
AUTHENTIC — Deleted scene — nine days earlier. 
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D-DAY - PART 1 


This chapter covers the first four missions in Brothers In Arms: Road 
to Hill 30 (BIA), introducing you to an amazingly engaging and Chagos DIFRCULLY 


ee J S s Es x 
entertaining gaming experience. BIA follows Sgt. Matt Baker of the 101" = 


Airborne as he commands a group of soldiers toward the final objective Seen ee eee 
cu 
- 


of capturing Hill 30 in the days after the D-Day Invasion. This section 
allows you to cut your teeth and get a feel for the in-game tactical battle 
system that BJA has implemented. 


‘the outcome of what's occurring on- 
n. This short section is intended as a 
prequel to show you where you'll ultimately 


end up at the end of the game. nothing you can actually affect inthis short area near you, 
cinematic sequence, 


Assault Team: 
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HISTORICAL PERSPECTIVE 


This mission is based on the real life exploits of the 101* Airborne division starting in theearly hours of June 6, 1944, when these soldiers were 
dropped behind German lines in the morning hours before,the D-Day invasion. The airborne missions were drawn up with the intent to have the 
soldiers land behind enemy lines and work to disrupt the Germans enough to prevent them from mustering a significant counterattack against the 
troops hitting both the Utah and Sword beaches, 


The actual execution of this mission wasn't perfect, largely because of low cloud cover in the darkness, which made it difficult for the initial aircraft 

to find their landing zones. The result was a wide distribution of paratroopers over much of the countryside, leaving small pockets of soldiers rather 
than several large forces. Unable to consolidate the troops, the pathfinder missions were not entirely successful. Ironically, the mistake of having many 
paratroopers dispersed over a wide area gave the Germans an impression of a much large air drop than had actually occurred, and caused them to hold 
back some of their reserve troops. 


THE PATH TQ VICTORY 


There’s plenty of confusion upon landing. Your goal is to meet up with Ssg. Hassay and then several other members of 
your group before you sweep through the area and take out any German troops. 


HiSTGRiIc AL, PERSPECTIVE 


Before D-Day, not much had happened in Ste. Mere Eglise, but that changed significantly on June 6, 1944. This small town of stone buildings sat right in the 
middle of the N13, a road that runs south to Carentan, north to Cherbourg, and would most certainly be used by the Germans in any significant counterattack. 
For this reason, Ste. Mere Eglise was a “must have” location for the Allied forces, St. Mere Eglise was captured just before daylight on June 6, 1944. 


OBJECTIVE: REGROUP WITH FRIENDLY TROOPS 


You land safely in St. Mere Eglise after the long drop to the Follow Mac along the stone wall until you get to the two 
ground. Unfortunately, your pack is lost and you are without German soldiers who are looking at an unfortunate Allied 
a weapon. Once you get your bearings, move along the paratrooper who died in the drop. Use your Colt .45 to 
creek path, jumping and crouching when necessary (the take these two enemies down. 

game also instructs you on moving). You soon come to Ssg. 
Hassay, who gives you his Colt .45 as in interim weapon. 


‘ou should ge ing OF Cl al 
jumping as you move through the creek bed. 
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Follow Mac to the large house where you meet up with 
several more of your comrades. There you learn that 


you're near St. Mere Eglise; you get instructions to take 
out the AA Guns. 


TACTICAL 


Enter from this 
direction 


4 
2 


=> 


To Troop > 


Rendezvous 


Objective ® 
Enemy Positions (@) 


Once you take out the two enemies by the paratrooper that’s hanging from the tree, it’s free sailing to the house where 
you meet up with other members of your group. 


j ar 
s. Clear the immediate 
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THE PATH TO VICTORY 
After you clear the crash site you'll gain access to a K98 
rifle. While not a semi-automatic M1, it’s better than a 
Colt .45! Your job is to destroy two AA Gun installations. 
The first can be flanked easily, but the second gun is well 
defended in a large field just past the stables. It takes 
some careful movement to get to the second AA Gun and 
neutralize it with a Satchel Charge. 


OBJECTIVE: CLEAR GRASH-SITE OF ENEMIES 


IMAINIOBSECTIVES 


€ Clear the Crash-Site 


of Enemies. 


€ Destroy the AA Guns. 


Follow your troops through the gate and around the back of the house. You soon arrive at an open area where a several 
groups of German Osttruppen (Eastern Troops) open fire on you. 


RENDEZVOUS WITH DESTINY 


2%. 


¢ 


Sot. Matt Baker 


love around the back ofthe house and follow the path. 


When you reach the edge of the clearing, in sight of the 
enemies opening fire, you receive instructions to suppress 
their position to allow Mac to flank them. Open fire on the 
enemy position, but remain crouched. This lowers your 
profile and reduces the chances of you being shot. 


SUPPRESSING 
FIRE 


“Suppressing fire” is gunfire targeted at an enemy location with 

an aim to keep the enemy pinned down, unable to fire back. If an 
enemy is completely suppressed, they're cowering behind their 
sandbags (or other obstuction) and are unable or unwilling to poke 
their heads up and fire back at you. Suppressing fire is handy when 
you want to split your group up and flank an enemy position. In 

the case of Rendezvous with Destiny (Mission 1), by pinning down 
the Osttruppen from one location, Mac canmove around behind 
them and flank them without their knowledge. This sort of tactical 
teamwork is critical if you want to be successful. 


— 


Mac: Baker, get down and stand by 
to fire. 


Three German soldiers move up to the cover in front 

of the wreckage once Mac takes out the first group. 
Move up with your pistol and do your best to pick these 
enemies off one at time. Don’t be a hero, however, 
because your squad mates are better equipped to fight 
these enemies. Once the enemies are dead, advance into 
their position. 


cm 


Hint: Follow Leggett down the wall and flank the 
enemy. 
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TACTICAL 


K98 Rifle 


Suppre 


from here 


Objective @) 
Enemy Positions >) 


When you reach the Germans, you receive instructions to suppress them as Mac moves around to their right flank. 
Shoot at their position to pin them down. You can even do some damage yourself before Mac gets into place if you aim 
well. Any assistance you offer helps Mac complete his job. 


While the Colt .45 is an excellent weapon, it isn’t very accurate over distance. After you take out 
your first pair of Germans, pick up one of the K98 rifles they drop. The K98 isn’t as efficient as 
an M1 Carbine, but it'll do in a pinch. In addition, with all these Germans around, ammunition is 
plentiful. 


OBJECTIVE: GAPTURE TRUGK AREA 


Follow the path to the large open field that leads to the enemy soldiers loading a truck. Use the nearby boxes for cover 
as you approach the area. Use a K98 rifle - aim carefully - to take the enemies down one at a time. 


Use whatever cover you can find. 
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TACTICAL 


Flank enemy around 
house this way. 


Use cover mel to Objective ® 
vie gnereme? Enemy Positions €>) 


with your rifle. 
Enemy Defenses (@) 


The enemies quickly take cover behind the boxes in front of the truck. Fortunately, the lights of the truck illuminate the 
area well, making it easy for you to see the German soldiers. Use your rifle to take out the enemies one at a time while 
you stay behind cover in the field. 


OBJECTIVE: DESTROY FIRST AA GUN 


Follow the path along the hedgerows until you start to 
receive enemy fire. You know that you're getting close to 
the first AA gun when the 
enemy starts firing. Take 
advantage of your troops’ 
suppressive fire to move to 
the left (staying low) and 
attempt to get to their left 
flank. 


Be sure that your ammunition clip is full when attempting to 
flank the enemy. There’s nothing worse than jumping out to 
kill a group of four enemies only find out that you had only 
one round left in your clip! 


LUALAVHD: 


Stay low and move carefully around the left flank. Use the 
Tactical Map to get a bearing on exactly where you are in 
relation to the AA gun if you’re unsure of your position. 
Stay low and then round the dirt mound to get right 
beside the AA gun and its crew. Take them all out, then 
place the TNT charge to finish off the first gun. 


Put down the TNT and then watch it blow! 


The first gun is toast. 


FLAM 38 


The Flak 38 gun is a 2cm Anti-Aircraft (AA) gun. There's armor around the gun platform and the unit usually has a crew of four. Capable of firing 
1,800 rounds per minute, the Flak 38s are also used for softer (non or lightly armored) ground targets, as well as air defense. The Flak 38 was a very 
versatile and effective weapon for the Germans in World War Il. 


TACTICAL 


Suppress 
from here 


<>) 


Objective ® 
Enemy Positions @ 


The key here is to stay low as you move. Move up the left side of the AA gun emplacement without tipping off the enemy 
to your presence. If the other troops have done their job successfully and have pinned down the enemies by the gun, you 
should be able to round the corner and take out the entire crew very quickly. 


OBJECTIVE: GLEAR THE STABLES 


Aseries of buildings is just beyond the first AA gun 
emplacement. There’s one German soldier standing beside 
a low stone wall across from the stables. Take him out with 
your rifle and then make sure your clip is full before you 
venture into the stables. 


There's one guard by the low stone wall thai 
has to be neutralized before you can move 
forward. 


There’s a long hallway in the stables with two enemies at the far end. Crouch down and use your rifle to pick off the two soldiers 
trying to do the same to you. Once they’re dead, the stables are secure; move into the area housing the second AA gun. 


Keep your gun at the ready as you enter the stables. 


TACTICAL 


Entrance to stables Objective @) 


Enemy Positions ® 
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Take out the one guard by the low stone wall, then move into the stables with your weapon at the ready. There are two 
guards at the end of the long passage in the stables, so be ready to shoot as soon as you enter. 


OBJECTIVE: DESTROY SECOND AA GUN 


This is the final objective of this mission, and achieving the goal is not going to be easy. The second AA gun sits in the 
open field beyond the stables; it’s defended by two main groups of enemies. The key to pulling off this attack is to take 
out the first group of enemies (group A on map), then sneak around the left flank of the AA gun emplacement to an 
overturned horse cart where you can pick off the enemies one by one. 


i 


is Car provides cover for you and, since it’s close to the AA gun, 
itgives you a great line of sight to take out the remaining enemies. 


Leald Vad: 


Remain at the horse cart and pick off the Germans one at a time, or stay low and sneak around the left flank to surprise 
them. When all of the soldiers are beaten, place the TNT charge on the AA gun and then meet up with the other troops 


to end the mission. 


Press °X’ to plant # satchel charge 


| It’s important to take out 
Enemy Group A | or suppress the enemies in 
F Group A before you attempt 
to move up toward the AA 
Gun. 
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BASE OF. FIRE TEAWN! 


Typically, a squad is made up of a squad leader, riflemen, scouts, and a base of fire group (BOF). In the case of BIA, there's a leader (you) and the 
Base of Fire Team. In real life, the BOF group usually consists of amachine gun of some Kind to lay down suppressing fire or to draw the enemy's 
attention. In this game, the BOF group is often used in a textbook fashion, to lay downfire and suppress an enemy location to allow the enemy to be 
flanked. However, the BOF team can also be used to assault locations or scout. 

Base of Fire - A source of gunfire that can be aimed at an enemy location to.make the enemy believe the main force, or base, of gunfire is coming 
from one location. This acts both to suppress the enemy and to allow smaller groups to flank the enemy positions. 


THE PATH TO VICTORY 


The main goals of this mission involve clearing the area 
of German troops before taking out the Mortar team in 
the area. It can be a tricky task, because the enemy lies 
in wait for you as you approach, and much of the terrain 


here is fairly wide-open, lacking the desirable cover for i D Mort 
squad advancement. Finally, you get a Browning .30 Caliber oo estroy Mo Team 


machine gun to use as you take out a significant German ] © Use the Browning 30 Cal 
infantry counterattack on your position. Once you’ve : 
gun to finish off the enemy 
ote} 


j © Clear the area of German © 
Troops 9 


survived this onslaught, the mission is yours. 


OBJECTIVE: GET A HANDLE ON YOUR BASE OF FIRE TEAM 


You're given a short tutorial with your new BOF man, Hartsock, as the mission begins. You have to move him around, tell 
him to shoot at the scarecrow, and then assault the scarecrow before the rest of the mission progresses. 


at the enemy is watchful and alert to your movements. 


TACTICAL 


Objective ® | 


BOF Training Area 


Take the time to master the 
controls for managing your 


BOF team. 


OBJECTIVE: DESTROY FIRST GERMAN GROUP 


Move down the road toward the barn area. There’s a road that leads between two buildings and a truck with German 
troops loading supplies onto it. The game instructs you to have Hartsock lay down suppressing fire on the location, and 


it’s the right thing to do. With Hartsock suppressing the enemy, either move around the barn to flank them, or use your 
rifle to pick them off one at a time. 


Once the area is clear, move on up. 


TACTICAL 


Flanking Path 
(if Chosen) 


Objective @) 
Enemy Positions €>) 


You have two choices once the two German solders are suppressed: a) move straight up toward them and pick them off 
with your rife, or b) move around the barn and flank them. It’s entirely up to you. 


OBJECTIVE: MOVE PAST THE BUILDINGS TACTICAL 


Move through the area 
between the buildings and 
out to the road. Don’t fear 
an attack from around the 
buildings once you've taken 
out the first two enemies. 


Objective cs) ; 


Advance between the buildings with impunity once the 
first group of enemies is dead. 
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OBJECTIVE: CLEAR THE OSTTRUPPEN IN THE FIELD ses a | 


Move across the field to the area that’s divided by low stone fences. As you approach, the gamé offers a hint: have 
Hartsock fire on the German unit you’re approaching. Once in range, set Hartsock up as the BOF on the position. Then, 
when the units are suppressed, move down to the stone wall to the right. 


Move down along the stone fence until you’re parallel or even behind the enemy location and use your rifle to take the 
Osttruppen out. Do this once you’re sure the enemy is pinned down. 


Objective ® f 
Enemy Positions O 


a Enter | 
Have Hartsock 
lay down a BOF a 


from here 


The key is to have Hartsock suppress the two Osttruppen behind the stone wall so that you can sneak around to their 
left (your right) and finish them off. 


OBJECTIVE: TAKE OUT THE MORTAR TEAM 


Take out the German Mortar Team that’s pounding Utah 
Beach below. There’s plenty of cover as you approach the 
position, so stay low and have Hartsock fall in beside you 
as you approach the target. 


The Mortar Team is facing away from you, so you should be 
able to sneak up behind it without tipping them off to your 
presence. Another option is to send Hartsock to assault the 
location and both of you can go in with guns blazing. 


Press and hold 'X' to pick up German K98 Rifle. 
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TACTICAL 


Objective ® 
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The Mortar Team is not aware of your presence, so move 
right up behind them and let them have it. 


OBJECTIVE: CLEAR GRATER FIELD 


As you move past the Mortar area, follow a path that 
leads to a field pocked with several large craters (no 
doubt caused by offshore artillery bombardments). 
Initially, there are two groups of German soldiers firing 
at you. Have Hartsock lay 
down suppressing fire on 
the group to your right, 
then jump down into the 
first crater and concentrate 
on the group to the left 
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cover while you attack the second (right-hand) German group. Have your BOF Team fire on this group while you move 


around the newly-cleared left side of the area to flank them, or attempt to pick them off one at a time from afar. 


Focus Hartsock on the first group 
and concentrate on the other 
without worrying about getting 
shredded in a crossfire. Once the 
first area is cleared, move up to 
the stone wall and have Hartsock 
lay down a BOF on the other 
German group while you flank 

to the right (staying low as you 
move). 
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OBJECTIVE: CLEAR THE UPPER BEACHHEAD 


Follow the arrow on your compass and meet up with 
Allen and Garnett. Once you've joined them, follow them 
up toward the upper beachhead area. 


jake your heilos quick. 


You quickly come to a .30 Cal machinegun. Get in behind 
it, because a heap of German troops are going to try to 
retake the position; they'll be buzzing around like angry 
bees. Assign Hartsock to suppress the enemies to the 
right of the .30 Cal gun — this protects your flank while 
you concentrate on cutting down the enemy. 


The enemies come at you from three vectors and, if you 
don’t continually sweep from side to side to take them out 
to suppress them, they'll overrun your position and gun 
you down in a hurry! Sweep from side to side and don’t 
get too focused on any one area; leaving any portion of 
your attack field unattended is asking for trouble! 


It's easy to suppress enemies with a machine 
gun like the .30 Cal, but ultimately you have to 
take them out too. 
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If there are a couple of enemies hiding behind cover 
(unreachable with your .30 Cal), use the gun to suppress them 
completely and have your BOF Team move in and clear them 
out. It’s riskier than eliminating them from afar, but the .30 
Cal can suppress the enemy very effectively; the risk to your 
men is minimized. 


BROWNING 
WAISISA4 
OCALIBER 
AIR-COGLED 
NACHKINE GUN 


While its set-up and reload time was sometimes lamented, the 
air-cooled Browning .30 Caliber machine gun was less than half 
the weight of its water-cooled Sister (the Browning M1917A1). The \y 
Ad found its place in WWIl because of its relatively light weight, Y 
mobility, and significant firepower. The A4 weighed just over 41 
Ibs with the tripod attachment (the water-cooled version was over 
90 Ibs), and had an ammunition capacity of 250 rounds per belt. 
Since the weapon could fire over 400 rounds per minute, a single 
ammunition belt would usually last only a few precious seconds. 


Get up from the .30 Cal and follow the lads to the 
meeting place just beyond where the mission comes 
to an end. 
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D-BAY - PART 2 


This chapter covers the final three missions that take place during June 6, 1944 (D-Day). Now that 
you've cut your teeth on the first two missions, you're familiar with the gameplay in Brothers in Arms. 
These next three missions include Base of Fire teams, which add greatly to the complexity of the 
tactics in each of the missions. 
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OSTTAUPPEN 


Osttruppen literal means “Eastern Troops.” As early.as 1941, prisoners of war were able to offer themselves (and their services) to 
the German Wehrmacht (army). These troops became the Eastern Troops (Osttruppen) and were comprised largely of soldiers of 
eastern origin - mostly Soviet forces that were captured and then turned loyal to the Nazis. It's estimated that there were as many 
as 60,000 Osttruppen in the western portion of the front in Juneof1944. 


THE PATH TO VICTORY 


; Rae 


* 
* Neutralize the) 


You must work your way through the town, across several dangerous streets and fields, to clear it of all enemy forces. 


This is the real deal, so don’t get fancy or brave; just follow the tactical advice and move carefully through the various 
areas to complete each objective (see map). 


Don’t rush headlong into the various side streets and houses 
in the town or you'll get shredded in a hurry. The enemy is 
everywhere, and they'll quickly pin you down if you're not 
careful. 


© Take out the MG 42. 
© Clear the Town. 


@ Clear the house and meet up 
with the bazooka team. 


OBJECTIVE: SECURE THE TRUGK 


The mission begins on a road leading into the town. 
There’s a truck just down the road from the starting 
location; there are some sandbags behind it. Two 
Osttrupen stand beside the truck. Move up to get the Ly ‘that the Germans make decisions based not 
attention of the soldiers by the truck, then backtrack to falso on their suppression level. If you 
pick off the enemy that runs around the side of the barn. 


at 
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The enemy at the truck behaves differently depending on 
which way you move. If you move around the house to the 
left, the enemy can (and will) run along the back fence and 
set up a line of fire on you. However, if you stay in line with 
the truck, he'll stay tucked in behind the sandbags. Either 
way, use your rifle to pick them off when you get a chance. 
Meet Hartsock at the truck when the Osttruppen in the area 
have been taken out. 


follows you in that direction if they are 
TACTICAL suppressed 


The enemy moves 
and reacts depending 
specifically on your 
actions as you approach 
them. If you attempt to 
flank them by moving 
around the left side of 
» the house (your left), 
Sean then they follow you to 
: : that side. On the other 
FR hand, if you attack the 
truck area straight-on, 
the enemy makes a stand 


behind the sandbags at 
if you move around the the back of the vehicle. 
side of the house (Area Ae» } 
the enemy will move in 


along this fence. > This enemy shows up 


once you've disturbed the Enemy Positions © : 
enemies by the truck. 


OBJECTIVE: NEUTRALIZE THE MG 42 Your next objective is to get 


behind the MG 42 gunner. 
Unfortunately, however, a 
group of four Osttruppen 
wait for you along the way. 
Move around the back of 
the houses, but be ready 
for the enemy to open 

fire on you from behind a 
stone wall. There is also 
one enemy that fires on 
you from the window of 
Setup Hartsock to suppress the enemies s! nearby building, and 
behind the cart in the road. another hiding in a barn. 


Once you're at the truck, the MG 42 down the street opens 
fire on your location. There are also several Osttruppen in 
the middle of the street behind the overturned cart. Begin 
by setting up Hartsock to 

@ lay down a suppressing fire 
on the Germans behind the 
§ cart while you cross the 
road to the far side. Once 

; across the road, follow the 
path that leads in behind the 
buildings to the left. 


A solid tactic is to move 
into the barn, take out the 
enemy, then use the barn 
as cover while you take 
out the two soldiers hiding 
behind the stone wall, and 
the third up in the house. 


(for now). 


Ise the barn as cover 
other Osttruppen. 


Move into the house to get a birds-eye view of the area after it’s cleared. Take out the MG 42 gunner from one of the 
windows. It’s up to you whether you want to do it now or take him out from the street. Ultimately, you must move down 
and around the buildings back to the street, which puts you right behind the MG 42 gunner. 


OBJECTIVE XYZ 
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Sot. Matt Baker 


Use Hartsock to pin down 
the Osttruppen on the 
street (and the MG 42 
gunner), move around 
the backside in the shape 
of a giant question mark 
and stop behind the MG 
42 position. Be aware of 
the four soldiers standing 
Place ; guard along the way. 


: Hartsock 


in Here 


Rear approach to 
enemy MG 42. 
Gunnef, 


Enemy in 
Barn 
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OBJECTIVE: GAPTURE THE HOUSE 


There’s a truck with some crates packed behind it along 
the path. Move up to the truck and tuck your team in 
behind it to the right. As you approach, the Osttruppen 
pour out of the house, opening fire on your position. Have 
Hartsock lay down a base of fire and edge around the back 
of the house so that you can clear them from the inside. 


enemies immediately bearing down on you. 


Rac 
Base of Fire 


Enemy Positions €>) 
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As you approach the back of the house, raise your 
weapon and get ready for action. Ready your Thompson 
and move into the house — there will likely be two 
enemies at the end of the 
hallway to take out. Ensure 
that the sand-bagged area 
at the end of the hallway is 
clear before moving back 
through the house to the 
woodshed area. 


From the woodshed area, move up and storm the 

final Osttruppen to clear out the house area for good. 
Hartsock’s suppressing fire on the enemies near the 
Woodshed area allows you to move up and eliminate the 
final two Osttruppen with relative ease. 


This area can be difficult to clear if 
you attempt to approach the enemy 
directly, but if you have Hartsock 
suppress the enemy while you move 
in behind the house, success comes 
easier. 


THONPSaN 
NILA 
MACHINE GuW 


The Thompson submachine gun is a descendant of the Tommy 

guns made popular by gangsters in the 1920s. It was the standard 
machine gun forthe U.S. Army,diring WWII and served the troops 
well, At 4.8 kg, the Thompson is heavierthan the M1A1 Carbine, but 
it's fully automatic, firing at a rate of about 700 rounds per minute. 


OBJECTIVE: GLEAR THE COURTYARD 


Move across the shallow stream and up to the wooden 
fence beyond. The enemy opens fire when you reach 

the fence area, so be ready to get down in a hurry. Set 
Hartsock up with a base of fire on the enemy positions, 
then set yourself up to watch what the enemy does. 

The enemy will do one 

of two things: a) rush 

the stone wall and try to 
take the fight to you, or 

b) hang back behind the 
wooden carts and take up a 
defensive stance. 


Woodshed 
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SNEAKY, OSTTRUPPEN 


Watch out for the enemy sneaking around the left side of the 
stone fence (see tactical map). Depending on your position, he 
may attempt to flank you in this manner. 


Once Hartsock is laying down a base of fire on the enemy 
positions, get low and move up to the base of the stone 
wall. Instruct Hartsock to move up and take position 
behind the wall to your left when you begin your own BOF. 


above the stone wall) as Baker moves up. 


From the wall, have Hartsock continue to pummel the 
enemy positions while you move around the left side of 
the wall to flank the Osttruppen behind the cart. Take 
them out to clear this area. 


TACTICAL 
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Stone Wall 


The key here is to suppress the enemy enough for you to move up to the relative safety of the stone wall (in crouched 
position). Once in place, have Hartsock run up and join you. Now, pin the enemies down sufficiently to flank them by 
moving around the left side of the stone wall. 


OBJECTIVE: SECURE THE GARDEN 


The garden area has two distinct layers of enemies. Fortunately, you can set Hartsock to lay down a base of fire that 
allows you to move around the area to the right (staying low as you move). Flank the enemies and gun them down. 


Perfect. Two Osttruppen suppressed (note the gray circ! 
and successfully flanked by Baker who's behind them with his 
sights trained on their backs. 


Enemy Fire, Vectors [_] 
Objective ® 


Fortunately, there’s a solid stone wall up the right flank that allows you to flank the enemy positions while your base of 


fire man (Hartsock in this case) keeps them occupied from the back. 


OBJECTIVE: SECURE HOUSE 


The area outside of the house is safe, so don’t worry about getting popped as you move up. Before you enter the house, 
switch to your Thompson and refresh the clip. Order Hartsock to stay behind and move into the hallway. 


There are four Osttruppen in the room at the end of the hall. These boys are tough, so stepping into the room and 
letting your Thompson do the talking can put you at unnecessary risk. Toss a Grenade into the room first, then follow it 


up with your Thompson to mow down any remaining troops. 


Don't go rushing in just yet. 


Leave Hartsock outside 
the house while you 

move in and clear it out. 

If Hartsock follows you, 
there’s a good chance he'll 
get smoked. 
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OBJECTIVE: ELIMINATE ENEMY IN BARN 


Move through the house and pop out on the other side where you'll see Allen and Garnett attempting to set the barn on 
fire with an anti-tank weapon. Allen and Garnett shoot the Bazooka at the barn, kicking off a German counterattack. The 
main building is a makeshift barracks and the enemy pours out and attempts to overrun your position. 


Allen and Garnett place a Bazooka shell into the main building, starting a fire and forcing the enemy soldiers out into 
the open. This is perfect for picking them off one at a time. Stay behind cover and use your rifle to choose your targets, 
but be ready to switch to your Thompson when the German soldiers attempt to rush your position. 


The key is to stay behind cover, 
picking off enemies one at a time 
until Allen and Garnett start the 
barracks on fire. The enemies pour 
out in an attempt to overrun your 
position; so as long as you sit back 
behind cover and pick them off as 
they approach, you'll be safe. 
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FOUCARYWILLE 


On the afternoon of June 6, 1944 a collection of the 502" Parachute Infantry under the command of Lieutenant-Colonel P. Cassidy moved to secure a 
defensive blockage around the town of Foucarville. Despite enemy,counter-attacks,the allied force was able to capture Foucarville and secure it. 
The German forces had a tendency to buckle once they came under significant fire, which perhaps mislead them as to how many allied troops were 
actually present at the time. 


THE PATH TO VICTORY 
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This mission’s goal is to clear the town of all enemies. 
There are several groups of German soldiers and more 
than one MG 42 (machine gun) nest. Manage your 

team carefully as you move in-between and through the 
buildings. The three main objectives are to clear the 
town, clear the MG 42 nests, and eliminate enemies near 
the Church. 


© Clear the buildings of 
enemies. 


Be very careful as you move around the Move inside and clear out the enemy. 
of the building. 


When the building is clear, 

move up to the second 

doorway and pick off the 

enemies that are across the 

street. Once this is done, 

move back out into the area 
| behind the building again. 


& Flush the MG Nests. 


© Clear the Church area. 


OBJECTIVE: GLEAR THE STREET 


Your first job is to clear the main street of all the enemies 
guarding it. There are several enemies inside or around 
the buildings as you move, and there is also a group of 
German soldiers at the far end of the street that fires on 
you almost immediately. 
Take up positions on the 
left side of the street and 
immediately move your BK E.. i E F.4 Wy RK i i E 
team up toward the truck 


that’s parked in the street mR a | ay ois Ee 


ahead of you. 


If you're feeling brave 
you can attack the 
Germans at the end.of 
the street in a head-on 
assault by moving up the 
left side of the building; 
using the natural curve 
of the building as partial 
cover. If your BOF team 
keeps fire on the enemy 
you can move straight 
down and clear them 


the enemy straight-on. 


It take: [ 
risk, but you cantake 


they set up a base of fire on the enemy at the = 
far end of the street. out before turning left 


P Pe into the creek area to 
Upon reaching the truck, you're in range of the enemy fae aut ita [eat tow 


gunfire from the end of the street. To approach the enemies there. We don't 
enemy straight-on in a narrow street like this would be recommend this method, 
suicide, so another plan is needed. There is a pair of but if you're careful it 


can work. 


enemies in the building 
right beside the truck (to 
your left). Move into the 
area behind the building 
and take out the two 
enemies inside while your 
BOF team keeps the other 
Germans suppressed. 


The building has a small creek running through it and a pair of Infanterie guard the area. Pick them off with your 
rifle, then move up behind the rest of the enemy troops and take them all out in a flurry of gunfire. Remember, your 
BOF team should have the 

troops in the street well 

suppressed, so the men of the 

2»¢ Kompany, 91°/Inf won’t 

be expecting you to pop up 

behind them. 


TACTICAL — The enemy waits just around this corner. 
LT LS a SS 
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Get your BOF team 
up to the truck. Have 
them suppress the 
enemy while you 
move in behind the 
building to the left. 
Flank the German 
positions at the end of 
the road. Alternately, 
you can move straight 
down the road, but 
this is much riskier. 


OBJECTIVE: ELIMINATE THE MG 42 NESTS 


As soon as you reach the end of the street, two MG 42 
nests open fire on your position. Quickly move into the 
houses on the right and 
start moving in between 
them. Be careful, there are 
two ambushes as you move 
through the areas behind 
the buildings. The first 
ambush comes just after 
you pass a small shed (see 


tactical maps). The MG 42 locations pop out as you approacl 
the end of the road. 


The first ambush occurs just to the right of the 
Shed pictured in this image. 


Your weapons in this mission include a Colt 1911 sidearm and 
an MIA1 Carbine rifle. If you come across a German MP 40 
machine gun, pick it up in exchange for your Colt. It comes in 
very handy when you're staving off ambushes. 


Keep moving in behind the houses. You'll be ambushed 
again by three more enemies as you approach the exit 
point to the street. In this case, a well-placed Grenade can 
help your situation a great deal. 


fp : 
the enemies, but it does suppress them. 


The path behind the houses leads you to the street, 
overlooking the first of the two MG 42 nests. Take out 
the gunners. Now you have a choice. You can either 
move across the street into the field beyond where two 
enemies wait, or you can move to the sandbags of the 
MG 42 you just destroyed 
and use that position to 
take out the second MG 
42 nest. The latter method 
is safer. Get to the MG 42 
nest behind the sandbags 
and toss a Grenade at the 
second nest. 


ie backside of the first MG 42nest provides Your Grena 
cover. 42 nest. 


Once you've taken out the MG 42s, there are two more 
enemies in the field on the far side of the road. Move 
your team in assault formation to take them down 
quickly. 


enemies are on the other side of the 
hedgerow. 


TACTICAL 


First Ambush 
Occurs Here 


Objective ® : 


praerec: 


The difficult aspect of this objective lies 
ee iatiAmbush in moving through the relatively tight 
Occurs Here v8 confines of the area behind the houses. 
@ i BD: ts | The two ambushes there put you at great 
: |, risk, so always move cautiously and 
have your weapon at the ready. Once 
on the street, the MG 42 nests pose a 
significant challenge. The first nest can 
be eliminated easily, but the second nest 
is trickier. There are two alternatives, 
both of which require you to get across 
the street (through the second MG 42’s 
line of fire). 


First Ambush 


% 


(take out 2nd 
MG-42 from here) 


Alternate 


Pee 


OBJECTIVE: SECURE THE FIELD ; ‘« 


Follow the long road across 
the map. You'll come to an 
area leading off the road (to 
the right) into a field. Move 
into the field and follow your 
compass arrow up to the first 
low hedge. 


When you arrive, you'll soon see the enemy positions in the field beyond. Set the BOF 
team to lay down suppressing fire on the enemy positions and move up the left side of the 
field (using trees as cover when you can) to flank the enemy position. 


Once the enemies in the held are defeated, 
you'll pop out by an empty MG 42 nest at the 
corner of the Church. 


TACTICAL 
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Base of Fire 
pore Vector 
Hedge 


Enemy Positions @) 


Use suppressive 

fire and a left-side 
flanking maneuver to 
take out the enemies 
in the field. When you 
get to the MG 42 nest, 
just leave it for now 
and move back down 
toward the steps 

that lead up to the 
Churchyard. 


Enemy Positions O 


ALTERNATAVE STRATEGIES 


Option #1: From the first hedgerow, have your BOF Team lay down fire on the enemies across the field and 
head toward the Church. Move down the road to the MG nest and turn to the left upon arriving. Take a place 
on the low hedgerow and use this position to surprise the Germans. 


Option #2: From the first hedgerow in the field, have your BOF team lay down fire on the enemies across the 
field and move toward the Church. Once you're safely on the road make your team fall-in and have them join 
you to attack the Church. Move along the right side of the church and use your BOF team to suppress the two 
Germans while you move around the gravestones to flank them. Oncethe Germans are vanquished, move 
around the back of the church and order your men to take cover behind the nearby gravestones. Have them 
lay down suppressing fire on the Germans in the graveyard as you move from stone to stone to take them out. 


OBJECTIVE: GAPTURE THE GHURGH 


Once at the area outside the 
Churchyard, move to the steps 
and bring your BOF team with 
you. There are two groups of 
enemies in the Churchyard, 
one on either side of the main 
structure. Start by moving up 
the stairs and focusing on the 
group of enemies to your left. 
Use the tombstones as cover as 
you and your team move up and 
take out the enemies. 


Move around the backside of the Church carefully; there 
are several more enemies waiting as you move around. Keep 
| your team close; they provide on-the-fly suppressive fire as 
well as deadly force. 


is clear. 


TACTICAL 
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ear out the Churchyard 
y moving up one side of 
the yard, then sweep around 
the back. The other option 
is to clear out one side of 
"Back of : " the yard, then set up your 
Church y: BOF team to fire on the 
other side while you move 
=] in the opposite direction to 
=, i flank them. 
=>) 
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OBJECTIVE: MAN THE MG 42 


Get to the MG 42 gun and man it as soon as you arrive. An onslaught of counter-attacking German soldiers is 
approaching, so use the MG 42 to keep them at bay while they pour in at you. Beware that the last group of enemies 
comes at you from a direction unreachable by the MG 42, so listen for the warning from your men that they’re coming. 


NIG 22 


The MG 42 was developed, not surprisingly, in 1942 by the German company Metall und Lackierwarenfabrik Johannes Grossfuss AG. Estimates are 
that there were no less than 400,000 of these weapons produced.during WWII. The MG42 design was so superior, in fact, that it’s still made today. 
The MG 42s fully automatic, has a rate of fire of 1,500 rounds per minute, and weighs between 11 kg and 32 kg (depending on the tripod being used). 
The MG 42 receives its ammunition via a continuous belt feed system. MG 42s were a formidable weapon in WWII, and on D-Day they kept the Allied 
troops pinned as they tried to crawl their way up the beaches. 


TACTICAL 


Mowing down the 
onrushing enemies 
is straightforward, 
but the last group of 
enemies that come 
at you are outside 
the MG 42’s range. 
Be ready to pop up 
and use your own 
weapon to eliminate 
this last wave. 


OBJECTIVE: DESTROY THE MORTAR TEAMS 


With the onrushing German troops stopped, the command comes down to take out the two German mortar teams in the field 
across the road. Move through the broken fence and have your team (and yourself) assault the first mortar team position. 


The second mortar team is behind a small hedgerow; use this same hedgerow as cover as you move to pick off the last 
mortar team. Once they're gone, meet up with Mac to end the mission. 


Shoot Down 2nd Mortar 
Team From Here 
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You can get fancy and flank this position, but the reality is that you’re approaching a mortar team, not an MG 42. For this 
reason you can have your BOF Team assault the location successfully, then use the cover of the hedgerow to take out 
the second mortar team. 
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RONMINVEL/S ASPARAGUS 
Hitler had the Wehrmacht (the German Army) defending the entire coast between the south ofFrance and Norway from possible allied invasion. 
Because the German forces were so spread out, extratroops were brought in from Soviet POW camps and also from other pro-Nazi (but non- 
German) countries. These troops were known as the Osttruppen (Eastern Troops). 
y Even with the extra Osttruppen, there weren't enough troops to guard the coast properly, so Rommel had literally millions of mines placed along the 
+ coastal perimeter. He also took measures to place tank traps on the beaches and poles just underneath the water's surface. These poles could rip 
: out the bottoms of landing craft as they approached. 
f Finally, Rommel placed poles in open fields. These poles were roughly 10 feet highand 4-6 inches thick, and they often had barbed wire and even 
~ mines attached to them. The poles, called Rommel's Asparagus, prevented Allied gliders from landing safely in the many of Normandy’s fields. 


THE PATH TO VICTORY 


There are plenty of German soldiers to fight in this 
mission, and as such, it’s easy to become distracted from 
the main goal: destroy the poles in each of the two main 
fields. Your goal is to move with stealth to take out the 
enemy troops in the area of the first field, then take down 
the “Asparagus” so that the gliders can land. Once the 
first wave of gliders lands, move across to the second field 
and do the same. Lastly, there’s an AA Gun in the second 
field; eliminate it while you’re working on the poles. 
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Field Two 
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Field One 


© Clear the Second Field of poles. j 


© Destroy the AA Gun. 


OBJECTIVE: SECURE FIELD ONE the charges on the nearby 


poles. Alternatively (and 
more dangerously), you 
can put suppressing fire on 
the enemy and then storm 
their location, tossing in a 
Grenade for good measure. 
This is risky, however, 
because you are crossing 

a wide-open field with no 
cover. Still, if you’re feeling 
like taking a chance, you 
can storm the enemy 
location and eliminate 

the AA Gun all in one fell 
swoop. 


You begin at the end of a roadway. Follow the arrow 

on your compass down the roadway until you get to 

an opening allowing you to move into Field One (see 
map) to the right. You immediately encounter enemy 
resistance, but instead of digging in and fighting, set up 
a base of fire on the enemy positions with your team. 
Crouch down and follow the irrigation trench to its end. 


There’s an AA Gun just behind the hedgerow here. Bring 
your team up and gun them all down before they can hop 
down off the gun and fire back. Once the enemies are 

overrun, place a Satchel Charge to destroy the AA Gun. 


ny locations is risky, but when only one or two 
and there are four members of your team, a 
Move into the field and Suppressed 
get in behind the enemy * 
soldiers that are dug-in ‘ 
in the area. Once you've 
taken out the troops behind 
the sandbags and wooden 
pilings, call your BOF team 
up to your position. 


enemy can be quickly 
eliminated with an 
assault. Still, running 
Straight at an enemy is a 
dangerous thing, so only 
do so when the benefits 
outweigh the risks. 


Now that two-thirds of the enemies in Field One are 
eliminated, start destroying the poles. There are nine 
poles in total, so get to work right away. Move up to the 
base of every pole and place a Satchel Charge on each 
one. Once the charge is placed, quickly get out of the way! 


Too 


Two more enemy groups wait in the field. The MG 42 
nest (Area B on map) on the far side of the field is not 

a danger to you at this point, so concentrate on Area A 
for now. The enemies here are behind a pile of logs and 
have a wide-open field to protect them. Lay down a base 
of fire from your BOF Team on their position so that 
the enemy can be suppressed enough for you to place 


After the Satchel ges are placed, run 
for it! 


As you work your way around the poles, destroying them 
one at a time, you'll begin to get close to the last of the 
enemy positions—the MG 42 nest in Area B (see map). 
Move in behind the pile of logs close to the sand-bagged 
fortification, then have the BOF team lay down fire on 

it. There are three ways to take out the nest. First, try to 
lob a Grenade into the nest. Second, assault it from the 
side where the MG 42 gun 
can’t fire. The final option 
is to have the BOF team 
suppress it while you sneak 
down the small trench 
beside the nest. 


Remember, new enemies appear in this area after a few 
minutes once the original set has been taken out. When the 
area is clear of enemies, work quickly to clear out the poles 
before the German soldiers return to shred you anew. 


When the last German is vanquished, place the Satchel 
Charges on the rest of the poles and destroy them. When 
the last pole is destroyed, a Glider sweeps in and lands 

in the field. This Glider blows open a hole in the fence, 
allowing you to move to Field Two. 


Surprisingly, an assault from the si e ers it through the 
effective on this location. will come. Glider opened. 


TAGTICAL 


: Z i It can be wise to avoid this AA G. 
Landing Glid Suppress these enemies etl Heda 
Plo OgoHi with your BOF team group until you have ci 
Feacetlan while you destroy the =e 


Place BOF 
Team Here 


Base of Fire 
Field One Vector 


TA 


; oS S 
Oo 
Enter Here 
From Road — = 
D> 
i Poles O - a Area B 


| Enemy Positions €) 


The enemies on this map continually respawn/replenish over time, so there’s no benefit to destroying all enemies other 
than to give you a few minutes of peace. It’s actually better to eliminate the enemies giving you the most trouble, then 
move quickly from pole to pole to destroy Rommel’s Asparagus so that the gliders can land. 


OBJECTIVE: SECURE FIELD TWO 


Move through the hole in the fence (caused by the Glider) 
and proceed into Field Two (see map). Call up your BOF 
team so that they’re with you as you move. Several enemies 
open fire on you as soon as you breach the perimeter of 
Field Two. Take out the few that are nearby, then move left 
toward the MG nest and the AA Gun. 


SATCHEL CHARGE FRIENDLY FIRE 


Once a Satchel Charge is placed, a timer is started. This timer 
lasts about 7 or 8 seconds. Be careful not to make the mistake 
of planting a charge and moving away while your BOF team 
is following you. The team may end up running right past the 
Satchel Charge when it blows up! 


A large group of Poles is dangerously close to the MG 

42 nest in Area D (see map), so take that nest out before 
planting the last group of charges. The best way to take 
out this next is to have your BOF team suppress it while 
you move along the wall/gully to the left of the nest. Stay 
low and don’t be afraid to take the enemy out by lobbing 
a Grenade or two at them. 


AGrenade has taken out the nest area just 
over this ridge. 

Your next goal is to eliminate the AA Gun that’s just 
over the next hedgerow past Area D. Move along the 
same gully to the left to get a flanking position on the AA 
Gun crew, then take them out. When the enemies are 
vanquished, move up and place a Satchel Charge on the 
AA Gun to take it out forever. 


TACTICAL 


saa a 
Have your BOFT Yeats: Su press 
the enemies on this hill while 

you blow the nearby poles. 
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A Grenade is thrown at the defenses aroun 
the AA Gun in Area D. 


Move back to the field and plant Satchel Charges on the 
Poles once the AA Guns are taken out. The poles on the 
far side of the field are covered by the enemies on the 
small hill in Area C. Use your BOF Team to suppress 
these soldiers while you 
move quickly to plant the 
Satchel Charges on the 
nearby Poles. A Glider 
lands when the last one is 
destroyed. Run up to the 
doorway of the Glider to 
end the mission. 


Poles CQ © 
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shine 
Mission Ends 
Here 


The enemies on this map continually respawn/replenish over time, so there is no benefit to destroying all enemies 
other than to give you a few minutes of peace. It’s actually better to eliminate the enemies that are giving you the 
most trouble, then move quickly from pole to pole to destroy Rommel’s Asparagus so that the gliders can land. 
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B-DAY + 1 


This chapter examines the two missions that occur D-Day + 1 (June 7, 1944). You’ve come a long way 


from the first couple of missions where you were working alone to the last mission in this chapter 
where you have an M5 Light Tank at your disposal. 
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NMS STUART LIGHT TANK 


The M5 Stuart was a revision of a series of light tanks from the M1 up. The M5 began production in July of 1942. The M5 had 
two liquid-cooled V-8 car engines to drive it across all kinds of terrain. The M5was an effective light tank for use against softer 
targets, although this armor could not go up against the German Tiger Tanks and expect to emerge in one piece. 


There were quite a few variations on the M5, including’a Command Tank, a Flame Thrower Tank, a Hedgerow-cutting Tank, a 
Bulldozer Tank, and even a Rocket-firing Tank. Although there were many variations on this tank, the basic M5 had a crew of four, 
weighed in at over 14.5 tons, and had a maximum speed of 58.KphyThe Stuart's main armament was a 37mm cannon, but it was 
also equipped with .30 Cal machine guns both in the hull’and on the turret. All in all it was an excellent tool against soft targets. 


THE PATH TO VICTORY 


Destroy 
Destroy Enemies at Truck Pak 38 
t Guns 
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Destroy the Panzer Ill 


Neutralize Panzerfaust Unit | Corman tenk 


BEHAVIOR 


Don’t rush headlong into the various side streets and houses or 
you'll get shredded in a hurry. The enemy is everywhere, and 
they'll quickly pin you down if you're not careful. 


© Clear out the Infanterie. 


© Destroy the 2 PAK 36 Anti- 
tank Guns. 


© Destroy the German tank. 


OBJECTIVE: DESTROY ENEMIES AT TRUGK 


The mission begins on a road inside of Vierville. Start 
by moving forward to the low brick wall to the left of 
the road. As you approach 
this wall, the enemy spots 
you and opens fire. Have 
your BOF team lay down 
suppressive fire on them 
while you move around the 
building to your left and 
flank them. 


You must work your 
way through the 

town, across several 
dangerous streets and 
fields, to clear if of all 
enemy forces. This is 
the real deal, so don’t 
get fancy or brave; 

just follow the tactical 
advice offered and 
move carefully through 
the various areas to 
complete each objective 
(see map). 


Outfanked and outgunned, the enemy falls. 
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TACTICAL 


OBJECTIVE: SECURE THE COURTYARD 


A large T-shaped house with a keyhole-shaped centerpiece 
in the courtyard is across the street; the area includes a 
square water pool and a circular concrete tree base. Set 

up your team to fire on the enemies that come around the 
corner of the building. While they’re occupied, move back 
through the pass-through that leads to the backside of the 
building and flank the German infantrymen. 


The first firefight is a straightforward 


attack on a group of German soldiers by 
a truck. Lay down a base of fire and then 
loop around and flank them to the left. 


TACTICAL 


Have your team set up 
near the pool to lay down 
some fire on the German 
position. Move through 
the pass-through to get 
to the backside of the 
building where you can 
surprise the enemy. 


OBJECTIVE: GLEAR THE FIELD 


An M5 Stuart Light Tank arrives after you secure the 
area. It’s immediately yours to command as your second 
BOF team, but be careful with it. It can easily fall prey to 
German anti-tank defenses. Call your BOF team to your 
side and move around the hedgerow to the southwest. A 
group of enemy units is on the other side of the barrier. 
Have your team lay down suppressive fire and move to 
the corner of the hedge. Pick off the enemy one at a time 
with your rifle. 


TACTICAL 
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It’s important to eliminate the crew in this field; they would ultimately be behind you if you did not take care of them 
ahead of time. Sweep the field of them and get ready to turn your attention to the PAK 36 guns. 


ay 
x 


UALAVHD 


- ¥ 
7 é 


OBJECTIVE: ELIMINATE THE PAK 36 GUNS 


Now that the Infanterie unit is destroyed, there is still a 
serious danger to the Stuart —- Pak 36 Anti-Tank guns. 
There are two of these guns parked beside the Church, 
both of which have full crew compliments as well. Move 
your team up kitty-corner to the Church and have them 
lay down suppressive fire on the Pak locations. 


je tree and small stone wall actually provide excellent cover as you approac! 


Once the enemy is suppressed, move carefully 
(crouched) across the street to the tree and small stone 
wall that are close to the 
first gun (see map). Use 
your rifle to take out the 
enemy behind the gun, 
then move behind the 
church fence (made of 
stone) and clear out any 
Pak 36 operators that fled 
for cover. 


ai ON of 


Once the hehe are dead: move up sid place Satchel 
Charges on the two PAK 36 guns to destroy them. Before 
moving forward, call up the M5 Stuart tank. 


PAK 326 ANTi- 
TANK GUN 


The Pak 36 Anti-Tank gun was developed to be thestandard anti- 
tank gun forthe German Army. It was, in fact,the standard weapon 
at the start of World War Il, but it quickly became clear that the PAK 
36 was not up to task when it came to fighting against Shermans or 
Russian T-34s. With a range ofmearly5.5 kilometers and a caliber 
of 37mm, the PAK 36 was'still an effectivevanti-tank weapon against 
light armor (such as the Stuart M5 tank), 
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The Pak 36 guns are not a si, nt danger to infantry (you and your team), so 


Pak 36 Anti-Tank Gun = Pak 
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as the troops around them are 
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suppressed, you can move up close enough to take out their crews and then destroy them with a Satchel Charge. 


OBJECTIVE: QUELL THE GOUNTERATTAGK 


Once the Pak 36 guns have been destroyed and you've moved back to obtain the Stuart, the Germans counterattack the 


area across from the Church. Get up on the back of your Stuart and man the .30 


Cal gun, then have the tank move up 


into position to pound the enemy positions. The power of the M5 against soft infantry targets are abundantly clear to you 
as it destroys them in short order. 


~~ 


es SP RR ea es ices emsg ESD 


M515 a dominant tool that can clear out a group o} 
German infantry ina hurry. 


Don’t be afraid to use your newly 
acquired tank to kick the stuffing 
out of the enemy! Select the M5 
as your “active” team and order 
it to lay down fire on the enemy 
positions while you fire from on 
top (with the .30 Cal). 
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OBJECTIVE: SWEEP THE REMAINING INFANTRY 


There are few remaining German units in the town that must be swept out. Move toward the enemies (they fire on you 
immediately, so their whereabouts won't be a mystery) behind the M5 and sweep them out as quickly as possible. 
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M5|TANK COVER) oe 
The M5 is an excellent tool for cover. Stay in behind it your tank whenever possible. Remember enemy light arms fire cannot hit 
you if you're hiding behind a 30 ton hunk of metal! 


TACTICAL 


Hide behind the M5 to 
clear out the final few 
enemies in the town. 
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OBJECTIVE: DESTROY THE GERMAN TANK 


The German Tank (a Panzer IV) is in the motor pool area in 
the corner of town. Move down the road behind your M5, and 
have the M5 lead the way into the mouth of the gate. Once 
the German soldiers are taken care of, the Panzer IV engages 
your tank which allows you to move in and climb the back of 
the Panzer IV. Once on top, toss a Grenade into the tank to 
destroy it. 
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Hartsock 


TACTICAL 
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Make sure that the M5 leads you 
and your men through the gate in 
to the motor pool area. The M5 
mows down the infanterie and 
occupies the Panzer IV, giving you 
a chance to run in and destroy it 
yourself. 


PANZERKMHANPEUWAGEN U3 
TANK (PRARNZER iv) 


The Panzer IV tank was one of Germany's workhorses in World War Il. An effective medium tank, there were over 5,500 of these tanks put into 
service for the war. As with all armor, there were various models and changes as the tank rolled off the assembly lines. The most common model 

had a crew of 5 men, weighed in at 22,000 kg, used a 265 hp Maybach HL42cylinder engine, and had a top speed of 40 km/hr with a range of 165 km 
on 320 liters of fuel. The armament of the Panzer IV included a 50mmcannon (the tank could carry 99 rounds of ammo) and two 7.92mm machine guns. 
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OBJECTIVE: QUELL GERMAN COUNTER-ATTACK 


There is a major German counter-offensive coming at the Church. Fortunately 
for you, the counterattack is infantry-based so that your M5 can do much of the 
work for you. Immediately move your M5 into position in the Church yard while 
you and your infantry team move up to the stone wall where you can lay down fire 
on the wall of advancing enemies. When you've quelled th 


attack the mission is 
complete. 


TACTICAL 


The key in quelling the 
counterattack is to get up to the 
stone wall in the churchyard as 
quickly as possible. The M5 does 
most of the work for you if you can 
get it into position early. 


Team: 


Assault 


distance ee 
Risner in the stuart si pe 

not to put it in harm's ia 
as 


ing its aweso 


us. 


Eliminate the Pak 38 
and MG 42 nests Dead Man's 
y Corner 
apes oe Ist a . . 
Clear Initial ™ Roadblock " Ee Clear th Roadway iy and 
German Defenses its, ef My | Roadblock ay 
" 2 “ 


Patience, That is the word that most accurately describes 
the attribute that you must exercise in this mission. The 
German forces are well entrenched and they include 
Panzerfaust teams and later, a Pak 36 gun. If you move 
too quickly with your tank, it will be destroyed and then 
you'll really be in trouble. If managed properly, you can 
sweep the entire map without losing a life from your team 
(although the Stuart eventually gets destroyed as part of 
the story). 
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OBJECTIVE: DESTROY INITIAL GERMAN DEFENSES 


You begin this mission sitting on a nice quiet country 
road. Don’t let the quaint setting fool you — if you move 
50 yards straight ahead you'll be in a hornet’s nest! Start 
by moving your M5 to the hedge on your left (see tactical 
map). From this location the M5 can look out over the 
immediate area and pummel the enemy positions. Next, 
move your infantry team up to the hedges on either side 
of the road. 


Once the two teams are in place, move around the left 
side of the hedgerow in a flanking maneuver. When you 
get to the edge of the first hedge, break out your rifle and 
use it to pick off any enemies you can, but also use your 
command system to have the M5 suppress any enemies 
that have a line of sight on your position. 


ere are a couple of enemies behind the smal 
them. In this case they are hopelessly flanked. 


This area is well defended with plenty of crossfire situations 
where the Germans can shred you. Move carefully. If you can’t 
take out the enemy quickly, don’t get impatient; work in a 
methodical manner to eliminate each group. Rushing in this 
mission means certain death. 


It’s important that as you move into the enemy-occupied 
area that you don’t advance your M5 until you’ve taken out 
the Panzerfaust unit. Once you’ve moved around the left 
flank and have secured the near portion of the field, you'll 
need to get at the bulk of the enemy that’s behind the next 
large hedgerow. This area contains the pesky Panzerfaust 
unit that is a very real danger to your M5. At this point, 

it’s prudent to have the M5 lay down a base of fire on this 
hedgerow while you bring your infantry team up beside 
you. Toss a Grenade into the area to soften the enemies, 
then pop up over the corner of the hedge (where the hedge 
is slightly lower) and clear the enemy out. 


allowing you to see into the enemy's area. quickly. 


Once you've taken out the Panzerfaust unit, call the M5 The last few enemies are hiding behind the next 


to roll down the road and lay down fire on the last group hedgerow. Use the M5 to blast them or toss a Grenade 

of enemies (behind the next hedgerow). Move into the into their position. Alternatively, you can have your teams 
area and pick up the Panzerfaust if you’d like; it can be lay down fire on the position and you can flank them 
used against the Pak 36 gun in the next area. around the left side of the hedge. 


two existing weapons. In this role you don't 
ist. Leave it behind and keep what you've 
if 


se BC | The most important thing in this 
Panzerfaust Attack area is not to move your tank within 
Vector range of the Panzerfaust units. 
Follow our advice and place the tank 
behind the hedgerow where we've 
22a ) suggested. From this location the M5 
can lay down suppressive fire on just 
about any enemy position. Once the 
Panzer faust is destroyed, the tank can 
move up with impunity. 


M5 MUST SURVIVE! 


ur M5 Stuart tank must survive. 


Panzerfaust unit @ 
4 
Enemy Positions >) © 


Continue to move down 

the road, but only a short 
distance. Place the M5 on the 
road just far enough forward 
that it can see the MG 42 

nest but is not in line of sight 
with the Pak 36 (see map). 
Once the tank is in place it 
suppresses (and possibly even 
destroy) the MG 42 nest. Move yourself and your infantry team into the field to the left. Use the hedges as cover and be 
very careful as you move because there are two groups of enemies in here. 
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Your goal is to get to the far left of the field where you 
can move up and flank the MG 42 position as well as the 
Pak 36 gun. Have your infantry BOF team lay down fire 
on the MG 42 while you flank it. There are two options 
for taking out the MG 42. First, you can move up in front 
of it (to the side), or second, you can move up behind it 
and then shoot the gunner of a short wall that’s next to 
the gun. Either way is effective. Alternately, you can toss 
a Grenade into the nest to take them out with a bang. 


fo fire at the second 42 nest 


e the 
across the field, but it's far enough away that 
all you can achieve is suppressive fire, 


take out the MG 42 nest just fine. 


The Pak 36 gun can be flanked easily by approaching it 
directly from the side (moving straight across from the 
MG 42 nest). You don’t need to destroy this AT gun with 
a Panzer faust or Satchel charge just yet. Indeed, you need 
only kill the crew, which will effectively disable it for now. 


PAK 36 Gun. 


Your Path 


ge. ae 


The last enemy; group you'haye to worry about are those 
Infanterie in the MG 42 nest across from the Pak 36 
position. They are in an open field which makes it nearly 
impossible for you to get at them with your infantry 
team. This is the reason 
why you've protected your 
M5 up to this point! Call 
the M5 up and instruct it 
to assault the MG 42 nest 
— it'll destroy it in about 

30 seconds. Once that is 
complete, you can move on 
to your next objective. 


nt 
upto sdouety the MG 42 nest. 


The key to this area is to keep your M5 back until you've neutralized the Pak 36 gun. If you move your tank up into a line 
of sight with the Pak 36, the tank is either destroyed or heavily damaged. The terrain allows for an easy flank of the first 


MG 42 nest and the Pak 36 gun. 


OBJECTIVE: CLEAR THE ROADWAY 


As you move down the road you'll come to a roadblock of 
trees and foliage that stand in your way. Tell your Stuart tank 
to move just beyond the roadblock and it plows through it 
for you. Once you’ve done this, move down the road with 
you and your infantry team following the M5 for cover. 


clears the roadb Use your tank as cover as you move. 


As you move down the road you'll quickly see several 
groups of enemies that open fire on you, including an MG 
42 nest on the right side of the road and a PAK 36 gun 

on the left side of the road (in the distance). Have your 
tank pound the MG 42 nest while you take your infantry 
team and move into the field to the right. Hide behind the 
hedgerow near the truck for cover as you move forward. 


Your goal is to take out the MG 42 nest in the field to 

the right. Once it’s suppressed and the enemies on the 
road are suppressed (or dead) from the M5’s guns, move 
down the right side of the 
road, staying low. PAK 36 
gun which you can destroy 
by crossing the road in 
front of it (quickly) then 
flanking around to its left 
and destroying its crew. 


the next area. 


When the PAK 36 is toast, move your infantry BOF team 
down the road. The M5, however, cannot move down 
the road directly because 
of the sandbags there, so 
have it move in front of you 
through the field to the 
right. The M5 suppresses 
the enemies as you 
approach them; head to the 
two trucks at the far end of 
the field. 


Use the tanks as cover. 


The enemy units won’t be able to survive the onslaught 
from the M5 on one side and the attack from your 
infantry on the other. Once the area is cleared, have the 
M5 push through the second roadblock. 


Risner: I'm gonna have to shove 
through it 
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TACTICAL 


PAK 36 Gun 


Move infantry BOF ww 
team this ate 4 


Move you and the 
M5 this way. 


Use this path to 
flank the MG 42. 


Panzerfaust Unit O 
Enemy Positions @) 


The key to this area is to use your M5 as the hanes when assaulting enemy iocafiontes Be Carell at first ise of the 
Panzerfaust unit, but once the Panzerfaust unit is destroyed, the M5 can move up and hammer the rest of the enemies 
into oblivion. 


OBJECTIVE: DEAD MAN’S CORNER The last pair of enemies 


are looking in the wrong 
direction as you round the 
corner. Surprise them and 
quickly gun them down to 
finish off the enemy threat. 
Meet up with Mac to end 
the mission. 


The M5 will move down the road toward the house (in 

a cutscene). As it approaches the house it’s be hit by 

enemy fire and the tank comes under heavy fire and is 

removed from your arsenal. Quickly turn and run back 
the way you came and then duck down to the right of 
the road the first opportunity you get. 


Meet with Mac to end your mission 


je enemy is waiting to smoke your 
There are two groups of enemies left to take out. The 
first are hiding behind a hedgerow a short distance 
down the path you just entered. Set your infantry 
BOF team to assault the location - the enemy is 
quickly overwhelmed. 
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CHAPTER 


D-BAY + 2 


This chapter examines the two missions that occur on D-Day + 2 (June 8, 1944). This pair of missions 
introduces the use of an Assault Team as well as a Base of Fire Team. Instead of having a Tank and 

a BOF Team, you'll have two infantry groups, one of which is armed with machine guns and extra 
Grenades making them perfect for assaulting enemy positions. Having two distinct teams is a definite 
advantage, but you must get used to managing two teams for differing purposes. 


re Team: 


Base of Fi Garnett, 


Hartsock, 


gecure the are 
ad artery): 
disabling and 


Kitchen 
Area 


Eliminate the AA Gun 


There’s a group of Infanterie causing trouble for Allied 
troops in the area, and it’s your job to take it out. After the 
Infanterie is eliminated, however, you'll have to also take 
out an AA Gun and eliminate a German squad that’s in a 
bombed-out house down the road. Lastly, you’ll have to 
quell a German counter-attack on the bombed-out house 
to finish the mission. 


& Take out the MG 42s. 


€} Destroy the AA Gun. 


© Capture the House. 


© Defeat the German counter- 
attack. 


OBJECTIVE: TAKE OUT THE MG 42 


The mission begins on a road with Mac instructing you 
on your two teams: an Assault Team and a BOF Team. 
Immediately have your Assault Team group with you (so 
that it'll move where you move), then set your BOF Team 
to move up to the horse cart in the middle of the road. As 
soon as the BOF Team reaches the cart, move yourself 
and the Assault Team across the street. 


Move the BOF Team to the cart and 
quickly across to the house across the street. 


While the BOF Team works on the enemies in the main 
street, have the Assault Team fire on the enemies behind 
the house to pin them down. Ultimately, you may want to 
have the Assault Team do what they do best — assault the 
enemy position to take them out quickly. In between the 
buildings you'll find a pair of German soldiers who are 
busy dealing with your BOF team, making it easy for you 
to take them out. 


Once the area is secure, move up the left side (behind the 
hedgerow) and flank the MG 42 crew. Take the crew out 
and then pick off any Germans in the street below you. 
Once all the enemies are vanquished, call your teams up 
to meet you by the horse cart at the top of the hill. 


Once you're at the horse cart you can pic! 
off any straggler enemies down the road 
below you. 


Path to flank the 
MG 42 crew, 
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OBJECTIVE: ELIMINATE THE AA GUN 


Next up move across the street into the kitchen area (see 
main map). When you arrive a series of Allied fighters 
will strafe the area and drop ordinance on the enemy 
positions nearby. Move down to the fence and then turn 
left into the field beyond. 


The field has two main groups of enemies that have a 
crossfire position on you as you approach, making it 
difficult to flush them out. Have your BOF Team stick to 
the first piece of hedge cover and have them lay down fire 
on nearest enemies while you move with the Assault Team 
to the hedge on your left. From this position you can toss 
a Grenade or two to try 

to flush out the enemies 
nearest to you. Your best 
tool, however, is your M1 
Carbine rifle. Use it to pick 
off enemies from afar. 
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Having two 

teams is a luxury. 
Dedicate your 
BOF Team to 
suppressing the 
MG 42 position 
and the enemies 

in the street while 
you and the Assault 
Team move around 
the back of the 
houses to eliminate 
the remaining 
enemies and flank 
the MG 42. 


Horse Cart 


‘our riffe is the best tool for thinning the enemy. 


Once you've picked off a few enemies, have your team 
assault the position in a flurry of gunfire. Take them 
down and sweep over to the enemies that are pinned by 
the BOF Team. 
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ALTERNATE AR Gi 


~~ Instead of flanking along the left side of the map (see tactical map)move along the opposite (the right) side of the field and take a position on the 


low hedgerow facing the MG 42 nest on the road. Once these enemies are dead, the AA gun can be assaulted with relative ease. 


The AA Gun is not actively defended while it’s firing into the sky, but there are four crew members on the gun. When 
they take fire from you, they jump down off of the AA Gun and open fire. The best way to take this position is to have 
both of your teams assault it straight up; the enemy is quickly overwhelmed. Once the soldiers are dead, place a Satchel 
Charge on the gun to destroy it. 


che! Charge ate 
Desola was iis close to the charge when it exploded! 


TACTICAL 


They key to taking this 
area is to not rush in at 
first. Use your two teams to 
thin out the initial “wall” of 
enemies, then once they’re 
thinned, you can assault 
their positions to overwhelm 
them. Once the first wave 
of enemies is dead, the AA 
Gun can be assaulted with 
relative ease. 


OBJECTIVE: CAPTURE THE HOUSE 


Kitty-corner to the AA Gun is a bombed-out house that 
contains an MG 42 nest and two enemies. There are also 
several enemies in the field beside the house, making 
the approach a little tricky. Run across the road and get 
behind the low stone wall with your BOF Team. Have the 
BOF Team lay down suppressive fire on the house and 


the troops in the field. 


Once the BOF Team is in 
position suppressing the 
enemies in the house and 
in the field, move around 
the left pathway to flank the 
enemies in the field and get 
a better LOS (line of sight) 
on the enemies in house. 


~Eneiny Positions €>) 


I's much easier to pick off the enemies in the 
house when you're closer. 


Place BOF 
Team Here 


Have the Assault Team rush the enemies in the field 
along with the BOF Team while you single-handedly 
take out the two enemies in the house. A Grenade will 
eliminate the soldier in the lower level of the house and 
a carefully placed rifle shot can take the MG 42 out. 
Once the enemies are dead, move into the house, move 
upstairs and call your troops into the house with you. 


The MG 42 comes in handy in a minute. 


ar BOF Team 


Fire Vector 
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BOF Fire 
Vector 


This area is easier to 
capture with your two 
teams. Use the BOF 
Team on the field and 
house, then take the 
Assault Team and 
flank the house to 
clear it out. 


Flanking Path 


OBJECTIVE: DEFEAT THE COUNTER-ATTACK 


A counterattack begins once the last of the enemies in the house area are defeated. The Germans counterattack fiercely 
from the east. Climb the stairs and get up to the MG 42 gun. The MG 42 can reach 50% of the counterattack area, so use 
it to thin out the onrushing Germans while the other two teams deal with the race. 


Ifthe enemy gets close, allt 
you're behind the MG 42! 


50% of the counter attack comes throug! 
this field. 


much easier. 


TACTICAL 


MG 42 
Attack Area 


The German counterattack forces stream toward 
the house from two locations across the street. 
Use the MG 42 to quell the portion of the attack 
that the gun has LOS on, and set up your BOF 
and Assault Teams to take out the other stream of 
enemies. 
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THE PATH TO VICTORY 
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Eliminate the MG 42 


Capture The Field 


The first half of the mission requires you to cover a lot 
of distance under fire from an MG 42 and other German 
troops. Once you make it to the town you'll be embroiled 
in house-to-house fighting with enemies who are 
ensconced on the upper levels of buildings, thus giving 
them excellent lines of sight on your teams. The final 
battle is the most difficult portion of the game. You must 
destroy the Panzer IV tank that’s in the courtyard area 
between five buildings. The German forces are tenacious, 
and the Tank’s gun will cut you down in an instant if 

you move into its firing path. Fortunately, there’s a 
Panzer faust that you can use to destroy the Tank in a 
timely manner. 


e Team: 
Garnett, 


Base of Fir 


pHartsock, 


Capture the Barn 


€ Capture the Fields. 


& Capture the Town and Stable : 


Area. 


@ Destroy the Panzer IV tank. 
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OBJECTIVE: CAPTURE THE FIELD position riedr the pens. Use your rifle to take out the 


enemies, then call the:teams up to your position for mop-up. 
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The mission begins in relative peace with you and 

your teams standing at the back of a field near some 
haystacks. The calm is quickly shattered by incoming fire 
from a German counter- 
attack across the field. 
Immediately set up your 
BOF Team to fire on the 
enemy, while you and your 
Assault Team move to the 
left to get to the next set of 
haystacks. 


Lean over the pen doors to flank the German 
troops. 


SURPRISE ENEMIES 


Be warned that after you secure the first area, two more 
enemies will rush at you from the garage area. If you're 

Get your BOF Team fring on the enemy so that not prepared for these enemies they can kill you or several 
you can move across the field. members of your team. Don’t let your guard down! 


As you move up to the garage (see tactical map), two 
more enemies rush out as a barrage of fire from an MG 
42 and mortars begins to fall on the area. Tuck yourself 
in behind the garage for cover. 


Once you've got the Assault Team at the second set of 
haystacks, have the Assault Team lay down suppressive 
fire on the enemy so that the BOF Team can move to 
your position. Using this technique, leapfrog across the 
haystacks until you and the Assault Team flank the enemy 


TACTICAL 


nemy Positions E>) | 

Hay Stack @ ; The key to success in this mission 

| is to use a “leapfrog” technique 

with your two teams as you 
move from haystack to haystack 
across the field. Always ensure 
that one team is laying down fire 
on the enemy while the other 
team is moving to make it across 
unscathed. Ultimately, you'll end 
up at the pens beside the enemy’s 
location, giving you a perfect 
opportunity to take them out. 


OBJECTIVE: ELIMINATE THE MG 42 


From the back of the garage you'll quickly realize that 
you cannot move down the roadway without being 
shredded to ribbons by the MG 42. The MG 42 does have 
a line of sight on the hayfield to the left, but there’s at 
least some cover there for you to use as you move across. 
Use the same technique used in the last field - leapfrog 
from haystack to haystack. 


Enemy Positions €>) 
qi Hay Stack Q 


Be careful of the mortar 

fire in the field. Wait until a 
shell lands before you move 
or you could end up taking 
a hit. 


his team, taking out two members. 


When you get to the second-last haystack you can have 
the BOF team camp there and lay down fire on the 
enemy positions while you and the Assault Team move 
to the edge of the field. There is a dead zone at the end 
of the field where you’re no longer in range of the MG 
42. Creep forward and flank both the Mortar Team and 
the MG 42 crew. Take the enemies out and then call your 
teams up to your location for a rendezvous. 


This is a very difficult area because of the duel threat of the MG 42 fire and the Mortar Team constantly pummeling the field. 
Leapfrog from haystack to haystack and then take your Assault Team around the side of the enemy positions and flank them. 


OBJECTIVE: CAPTURE THE BARN 


The next objective is to capture the barn area in the cluster 
of buildings just beyond the Mortar Team area. Move 

your teams up to the stone fence and have them lay down 
suppressive fire on the enemies in the barn while you reload 
your Thompson. 
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OBJECTIVE: GAPTURE THE STABLES 


There is a set of stables directly across from where Mac is 
standing. The enemy will launch a counterattack in this area 
immediately so get your teams behind the low stone walls. 
Have your teams suppress the enemy positions while you 
move around the right-hand side of the map. There’s an alley 
there allowing you to flank the enemy from the right and 
surprise them. 


2 to get to the barn area by 
of the enemy by stayin 


| 


enemy up there. 
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Once the enemies in the barn are suppressed sufficiently (their circles aré entirely Sray), Te your Thompson and 
assault the barn yourself. Run through the large door and immediately turn right to'take out the first enemy. Quickly 
look up and pop the soldier that’s upstairs. Call your teams up to mop up when the coast is clear. Meet up with Mac out 


the back of the barn to complete this objective. 


/ou don't have to go upsta 


Since you don’t have any Grenades, use your 
team to suppress the enemy sufficiently to 
allow you to assault the barn yourself with 

s your Thompson. 


Be very careful once you reach the stables. Arm your 
Thompson, make sure its clip is full, then sneak from 
haystack to haystack. Remember that your BOF team 
and Assault Team are laying down fire on these enemies, 
so they are naturally distracted as you approach. Clear 
them out and then pass through the narrow alley that 
leads to the courtyard (and the Panzer IV tank). 


OBJECTIVE: DESTROY THE TANK 


Suppress the enemies with 
your two teams while you 
move around and flank their 
position. 


This is by far the most difficult portion of this mission. Everyone will be inside on a stone veranda on one side of the 
courtyard. The other three sides of the courtyard are ostensibly under German control. The Panzer IV sits off to the 
right, and its guns are filly functional; be careful not to get into its line of sight. 


The German Infanterie pours out from the two paths 
(see tactical maps) in many waves. The key is to move 
out a short distance to the crates in front of the veranda 
with one team, then let the enemy come to you. After 
all the waves are destroyed, the Panzer IV rolls into the 
courtyard. Move out and grab one of the Panzerfausts 
and try to hit the tank from the side or rear (its weak 
spot). It’s entirely likely that you’ll have to hit the tank 
more than once to destroy it, so be prepared to go back 
to replace your Panzer faust. 


PANZERFAUST 


The Panzerfaust (literally “Tank Fist’) was the most inexpensive anti- 
tank weapon used by the Germans in World War'l. It's estimated 
that over a milliomof them were made, with many.of them being 
distributed to civiliansinear the end of the war ina last-ditch effort 
to defend the ‘fatherland’. The Panzerfaust was a rocket propelled 
grenade that had an explosive warhead equivalent to about 2 kg of 
TNT. While the Panzerfaust was notoriously inaccurate (as you'll find 
out when you try fo use,one at long-range), itwas nevertheless an 
extremely effective and inexpensive anti-tank weapon. 


After enough enemies have been destroyed, the Panzer 


IV drives into the courtyard. This is extremely hazardous, 


because once it’s out there, it has line of sight on almost 
everything! There are two ways to take the tank out. 
First, you can rush across the courtyard to the one of the 
two Panzer faust locations, grab the Panzerfaust and use 
it to hit the tank. Then, in a cat and mouse style, move 
around until you can grab another Panzerfaust and hit 
the tank again. 
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During this time your BOF and Assault Teams both 
work at taking out the onrushing enemy soldiers. This 
technique is risky, but it DOES work, and it can be the 
quickest way to succeed. The downside to this method is 
that your team is under plenty of fire from all sides, and 
you'll only be able to fire at the front of the Panzer IV. 
You'll likely have to hit it three or four times to destroy it. 


Ns ¢ weapons (before the tank moves ¢ out inte the conan 
Therefore, if you need to move out into the courtyard, do it in 
this area where there is no risk of being destroyed by the tank. 


TACTICAL 
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of the enemies to force the Panzer IV to roll into the 
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courtyard. When this happens, lure the tank toward 

you, then stay low and dash over to grab a Panzerfaust 
while maneuvering to get a side or rear shot. The second 
method takes more patience, waiting until the enemies are 
fully thinned and the tank has moved into the courtyard. 


Defeating the enemy here takes a heroic effort. First, destroy enough 
enemies to get the tank to roll out into the courtyard. Then, use the 
Panzer fausts in the area to destroy the tank. Alternatively you can 
rush out into the courtyard and use the Panzerfausts early to take 
the tank out in its parked position. 


B-BAY + 3 


The challenge of the missions increases as you move across the mid-point in the game. These two 
missions give you access to the usual Assault and Base of Fire Teams, but they also include a new 


piece of armor, the M4 Sherman battle tank. 
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Destroy the MG 42! 
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Clear the Field 
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This mission involves the sweeping out of enemy units in 

a farm area outside of St. Come-du-Mont. The initial field 
area is littered with enemies as well as a rather pesky 
Panzerfaust unit, limiting where you can send your M4 
Sherman. The farmhouse area is well-defended by both 
troops and an MG 42 nest on the approach. Lastly, the final 
field area is defended by two Infanterie groups, a Mortar 
Team, and an STUG III assault gun. Fortunately having 
the Sherman on your side balances the scales of battle. 


Siew) 


| © Clear the Field. 
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» © Eliminate the MG 48s. 
' © Capture the Farmhouses. | 


© Destroy the German Tank © 
and Mortar Team. 


N44 SHERMAN TANK 


In WWII, the Germans were known for their superior armor and the Russians had the T-34 Battle Tank (arguably the best tank in the war). That said, 
as the U.S. entered World War Il it did not have a modern battle tank in production. Rather than spend extra resources and time developing a new 
tank, the U.S. decided to build larger numbers of the Sherman M4, an average.and reliable tank. 


The Sherman was relatively simple. However, this simple technology meant that it was very reliable, 
especially when compared to the German tanks of the day. The Sherman M4 weighed 32 tons, had a standard 
crew of five men, and a top speed of 29 mph (on roads). The Sherman also had a respectable range of roughly 
100 miles (depending on the terrain it was covering). Themain gun of the Sherman was a 75mm apparatus, 
and there was a .30 Cal Browning machine gun mounted on the turret, as well as a COAX gun inside the tank. 


When placed head to head against the German battle tanks, the Sherman M4s were badly outclassed. First, 
they had smaller guns (75mm) that were unable to pierce the armor of many of the German tanks. Second, 
they were relatively lightly armored and could not stand up to the power of the Tiger's 88mm gun. And 
lastly, the Sherman's profile was much taller than the German tanks, making it an easier target. 


/ou've got a Sherman at your disposal now. 


The real benefit the Sherman Tank had over its German counterparts was in sheer numbers, The Germans had perhaps 2500 Tigers, King Tigers, and Panthers 
available on their western front (the American front in Europe) while the Americans had literally tens of thousands of Sherman tanks at their disposal. 


OBJECTIVE: GLEAR THE FIELD 


You begin on a roadway just outside the farm fields. The 
best way to take out the enemies in this area is to have 
your Sherman roll down the path to the right of the field 
(see tactical map) while you and your Assault Team 
moves to the area noted on the map. Have the Sherman 
roll along the path taking out enemy groups 1 and 2 (G1 
and G2 on map) while your Assault Team fires on G3. 


Have the Sherman continue to roll down the path and 
attack its targets while you and the Assault Team move 
from hedgerow to hedgerow clearing out the field. After 
enemy group G4 is destroyed, the Sherman should be on 
the far side of the field firing on the MG 42 position on the 
ridge. Move across the field to meet up with the tank now. 


19 the .30 Cal gun on the She fhe Sherman go and tal 
Suppress the enemy positions, groups G1 and G2. You meet up with the 
§ Sherman again in a few minutes, 


would be disastrous. 


The concept here is to have the Sherman move around 
the perimeter while you and the Assault Team move 
through the heart of the field, clearing out the Infanterie 
and the Panzerfaust unit. The MG 42 opens fire when 
you meet up with the Sherman again. 


J2 nest comes into view quickly as 
you approach the farm houses. 


TACTICAL 


Panzerfaust O° 
Enemy Positions . Tank Path 


Your Path and 
Assault Team 
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Tank Path 


They key to conquering this area is to keep the Sherman on the path to the right (relative to your starting position) of 
the field. From this location the Sherman can suppress and destroy most of the enemies while the Assault Team moves 
through the center of the field, taking out the Panzerfaust unit and Infanterie. 


OBJECTIVE: DESTROY THE MG 425 


Move across the field to the path that allows you to approach 
the front of the farm houses. An MG 42 that’s lodged in 
amongst the low stone walls above you is a pesky menace. 
Have the Sherman target this nest - the Sherman’s main gun 
can blow the nest to smithereens in one shot. 


As you round the corner of the path you’ll come into the 
line of fire of another MG 42 nest. Use the Sherman to blow 
that nest up as well, then move carefully to the base of the 
pathway that leads up to the farmhouses, then gather up exactly thet tine we shoot at the MG 42nest 
your forces. Alternately, you can move up toward the MG 42 

nest along the left side of the road, using the overturned cart 

as cover. 


move up on nthe MG 42 nest. 


[ik fay Del a e She 
approach the MG 42. 
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OBJECTIVE: CAPTURE THE FARM HOUSES Once you round the corner the Germans are easy 


The path leading up to the houses is straight and pickings since their attention is on the Sherman. Building 
looks serene, but as you begin to move up the path the 2 (see map) has a pair of enemies in the upper floors. 
enemy quickly comes at you with a wave of attackers. Bring the Sherman up into the courtyard to lay down fire 
Worse, this main approach is in the middle of a wicked on them while you move into the building can clear it out. 
crossfire from the cover in the left of the courtyard There is a set of stairs that you can climb to gain access 
and the gunners in the building on the right. Move the to the upper areas in the building. 


Sherman up the path far enough for it to lay down some 
suppressing fire on the enemy positions in the courtyard 
area while you and your Assault Team move around the 
left side of the houses and flank the Germans. 


Move quickly up to the cover of the low stone 
wall on the left. 


TACTICAL 
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German Fire Vectors \§ 


Park Tank 
Here 


) The key here is to 
have your Sherman 

+ occupy the enemy 

= ® positions while you 
flank around the left 
side of the house with 
your Assault Team. 
Once the flank is 
complete, take out the 
remaining enemies 

in Building 2 before 
moving on. 


Bring Sherman 
lp Here 
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OBJECTIVE: ELIMINATE THE MORTAR TEAM 


Destroy the Mortar Team in this area is the main objective, 
but there is also a STUG III German tank/assault gun in the 
area as well, and eliminating it is also a priority. The mortar 
shells start to fall immediately. We recommend getting up 
on the back of the Sherman to man the .30 Cal gun, then get 
the Sherman moving immediately down into the fields. Have 
the Assault Team follow. 
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The Mortar Team is deadly accurate. If you stay in one 
position for more than one round of mortar fire you'll be hit 
by a shell. Needless to say, getting a near hit from a mortar 
shell is not conducive to life, so keep moving at all times 
(that goes for your Sherman and Assault Team as well). 


Move down into the field with the Sherman (with you on 
its back) and have the Assault Team set up behind the 
overturned cart in the field. Set the Assault Team up to lay 
down suppressing fire on the Infanterie to your left while 
you and the Sherman move toward the Mortar Team. 


As you round the small bluff, you’ll come face to face with 
a German tank. Immediately set the Sherman to attack it, 
then jump down and quickly run behind the tank, climb 
up on its back and toss a Grenade down the chute. 


)) 
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_ PANZERF, T Mig aes 
There was a Panzerfaust unit in the first field. If you picked 
up the Panzerfaust when you were there, you can use it now 
to take out the German tank. It’s just an alternative to having 
the Sherman destroy it, or destroying it yourself by climbing 
on its back. 


The enemy Mortar Team is now entirely vulnerable. The 
team is behind a horseshoe-shaped hedgerow, so toss a 
couple Grenades at their position to soften them up, then 
assault them and take them out to end the mission. 


feeting with Leggett ends the mission. 
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Keep moving at all times because the 
German Mortar Team is deadly accurate. 
Send the Assault Team to the overturned 
cart to suppress the enemy on the left 

flank, then move with the Sherman up to 

the German tank and destroy it. Once the 
German tank is destroyed, you can eliminate 
the Mortar Team with relative ease. 


German Tank 


STUG. iii 
ASSAULT Gu 
The STUG Ill (Sturmgeschiitz III) assault gun was designed and 
manufactured during World War Il by the Germans; The advantage 
to a mobile assault gun like this was that it was much cheaper 
and simpler to manufacture than a turreted tank. Weighing in at 
over 20,000kg, the STUG III was powered by a 300hp Maybach 12- 
cylinder engine. Capable of speeds up to 20km/h over a range of 
110km. The main gun was 150mm cannon with one 7.92mm COAX 


machine gun. The STUG Ill could carry 30 cannon rounds at one 
time and was managed by a crew of four or five men. 
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THE PATH TO VICTORY 


—— Destroy the PGs 
across the River 


Capture the Train Yard Step the Train Yard 
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There are three main objectives in this mission: 1) gain 
control of the graveyard area, 2) destroy the enemies : 
across the demolished bridge and gain control of the 7) Destroy the Panzergrenadier’ 
train yard area, and 3) assault the bridge, capture it, and : i a 
blow it up. Protecting your Sherman tank is perhaps } team on the far side of th f 
the most important aspect of this mission, because you 4 river. 4 
face plenty of German Armor and embedded defensive 

positions that only the Sherman can effectively eliminate. 


" © Clear the Graveyard area. 


4 © Destroy the German Armor’ 
.., and Blow up the Bridge j 


PAN ZERGRENADIER 


Panzergrenadier groups were German motorized infantry units during the World War Il. The German soldiers in these units were called panzergrenadiers 
because, unlike their infantry counterparts, they often traveled in motorized vehicles rather than on foot. Panzergrenadiers were generally considered 

to be elite units and were often used at the front lines. Their ability to move into battle alongside armored units made them a powerful force. 
Panzergrenadiers would often fight from halftracks or armored personnel carriers until they were close enough to the enemy to assault on foot. 


OBJECTIVE: CLEAR THE GRAVEYARD AREA Your job’s not complete when the STUG’s destroyed. 
Immediately climb up on the back of the Sherman and There's a PAK 36 anti-tank gun on the far side of the 

man the .30 Cal gun, then start the tank rolling along the hedgerow beside the tracks. Do not roll your tank into 
roadway. The Panzergrenadier (PG) units quickly pop up the view of this gun or it will be damaged - or even 

on the right side of the road. Use the Sherman and your .30 destroyed. Use your Assault Team to storm the gun while 
Cal to take them out, and then keep moving along the road. your Sherman fires on the enemies across the river, well 


back of the PAK 36’s line of sight. 


The next group of PGs is in the graveyard to the left of 
the road. Keep your Assault Team tucked in behind the 
tank as you move up. The gravestones provide decent 
cover for the PGs, but a blast from the 75mm cannon of 
the Sherman quickly puts them out of business. The main 
concern to your Sherman is the STUG III that’s on the 
far side of the graveyard. Have the Sherman concentrate 
on the STUG while you and the Assault Team mop up the 
graveyard area. Use the low stone wall by the cemetery 
as cover while you move into position. 


Shermaw 2 PAK 36 Behind 
Vector on Wl this Hedgerow 


Panzergrenadier Teams O 
The main worry for the Sherman in this area is the STUG III assault gun (also a tank-killer) on the far side of the 
graveyard. Once it comes into view, have the Sherman concentrate 100% on the STUG III while you and the Assault 
Team take out the remaining Panzergrenadier teams in the graveyard. Once the Stug is destroyed, use your Assault 
Team to take out the PAK 36 gun that’s around the side of the hedgerow. 
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OBJECTIVE: DESTROY THE PGS ACROSS THE BRIDGE 


Immediately across the tracks is a bombed-out bridge with 
two groups of PGs defending on the far side. While these 
units can’t get across the river easily to attack you, they'll 
shoot you in the back as you try to proceed, so it’s best to 
roll the Sherman up and take these enemies out while you 


and the Assault team aid by providing suppressing fire. 


TACTICAL 


yl ipson to ipeaite 
enemy's departure from the far side of the river. 


Suppressive Fire 
from Assault Team 


Assault 
| Here 


Place 
Tank Here - 


mm 
Attack Vector 


OBJECTIVE: GAPTURE THE TRAIN YARD 


Group the Assault Team with you and start moving 
toward Car 1 (see tactical map). Between the hedgerow 
on the right and Car 1, several PG soldiers will run from 
the hedgerow to the car; use your Thompson to try to 


wound or kill as many of them as possible while they run. 


Then, move around the back of Car 1 and eliminate the 
rest. For now, keep your Sherman out of harm’s way. 


Pa a move ‘al map to see 
across, left before you turn the corner. 


Your next goal is to take out the two PG groups on either 
side of Cars 2 and 3 (see tactical map). Send your Assault 
Team around the right side while you move around the 
left. Once the soldiers are dead, you have two options 

to take out the STUG III. The first is to position the 
Sherman at the edge of the rail car (see map) and then 
draw the STUG into its line of sight in a cat-and-mouse 
game. By using you and your men, you can get the 

STUG to move enough to fall into the Sherman’s sights, 
allowing it to take the STUG out with its 75mm cannon. 


around Car 1 and Car 3. 


Use the Sherman to do most of the 
dirty work on the Panzergrenadier units 
across the stream. Placing the Assault 
Team behind the low wall will add to the 
suppressive fire on the enemy positions 
as well. 


Panzergrenadier Teams O 


The alternative is to sprint out (as fast as you can move) into 
the open field toward the STUG III assault gun. As long as 
you move quickly, the STUG won't be able to line you up and 
gun you down. Stay away from the front end of it, however, 
because if you run straight at it, it WILL gun you down. 

The objective is to get around the back of the STUG, climb 
up and drop a Grenade into it. This is a risky maneuver, 

but it will work if you move quickly and if the enemy 
Panzergrenadiers in the area are already vanquished. 


Use'a cat and mouse ga 


You can surprise the Panzergrena g e the 
into the Sherman's line as sight 


the back si 
and drop an explosive inside of it. 


and take out the PG group there as well. Once you reach 

_ Car 5, the area is under your control and you're ready for 
never to move the Sherman out into the final push onto the bridge. 

If you do, your tank could easily be 

whieh greatly reduces your chances of 


the Sherman's line of fire, you give your tank the element of 
and the all-important first shot. 
fe While it may seem foolish to rush up to the STUG, 


effective method. Also, since the S 
to turn its entirety to line you. Ip, a 
slower than your sprint! 


Once the STUG III has been destroyed, move the 
Sherman into the area beside Car 4 (see tactical map). 
Use the Sherman as cover for both you and the Assault 
Team as you move up. There is a Panzergrenadier group 
in the enclosed area to the left of the tracks, and it’s best 
to let the tank deal with it rather than you and the Assault 
Team. Move with the Assault Team to the right of Car 4 
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Option 2 - Destroy S t ~ ERE? 5 
yourself with grenade here. Sy, ‘ : + You'll need your Sherman 


for the assault on the 
bridge, so keep it back 
while you do the heroic 

| thing and take out the 
Panzergrenadier Teams) RSSNERIT single-handedly. 
Use your Assault 
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OBJECTIVE: DESTROY THE BRIDGE 


The bridge that lies before you is already completely wired for demolition. The only problem is that the plunger to 
detonate the bridge lies on far side of the bridge behind PG troops, an MG 42 emplacement, and a Pak 36 gun. There are 
also two counterattack forces coming up on either flank of 
the bridge (on the far side), so once you get to the plunger 
you'll have to work quickly. Start by moving to the mouth of 
the bridge with the Sherman and the Assault Team — there 
are a few Panzergrenadiers that stand between you and the 
bridge mouth. 
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At the mouth of the bridge the MG 42 gunner opens fire Once in the PAK 36 nest you have very little time to 

in a hurry. Move the Sherman up and have it directly depress the plunger before the German counterattacks 
target the MG 42 nest. At this point, the PAK 36 gun on get to you. The German Panzergrenadier forces along 
the left side of the bridge (at the far end) does not have a with a STUG III approach from both sides of the bridge 
line of sight on the Sherman, so don’t worry about that. (near the PAK 36 gun) as soon as you get there, so you 


have to make a choice. The choice involves fighting the 
counterattack forces to the death, then blowing the bridge, 
or simply blowing the bridge now and ending the mission. 
Since you may lose more men fighting the Germans rather 
than blowing the bridge first, we recommend that you 
blow the bridge and end the mission. 


faiting for the Sherman to take outthe MG 42. A shell from the Sherman forces the MG 42 
gunner to stand up, giving you the chance to 
gun him down. 

Once the MG 42 is neutralized, move up the left side of 

the bridge using the low stone sidewall as cover. Bring 

your Assault Team with 
you. When you get to the 
end, toss two Grenades into 

the next where the PAK 36 


gun (and the demolition 
plunger) is, then assault the 
position after they explode. 
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The most difficult aspect of getting across the bridge is the MG 42 nest on the right side. 
Use the Sherman to neutralize that threat, then use a Grenade-first, assault-second tactic to 
capture the demolition/PAK 36 area. 


1 DBAY + 4 


This chapter contains only one mission — Purple Heart Lane. This mission provides no armor or 
Grenades for your men, just two teams (Assault Team and BOF Team) that you must manage carefully 
under extremely trying conditions. 


Team: 
Assault ion, 
MeCreary, COrrio 


Desola. 
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SPRINGFIELD SCOPrED RIFLE 


The Springfield M1903 was made by U.S. Rifle and its lineage dates back to the Spanish-American War. A .30 caliber rifle, the Springfield has a 
magazine of five rounds and weighs 3.9 kg. Most Springfields were\equipped with M73B1 2.5x telescopic sights, making it a highly accurate rifle over 
long distances. The bolt-action nature of the weapon means that the shooter must take his eye off the sight momentarily while he throws the bolt back 
and forth to chamber the next round. Still, the Springfield was/is a highly effective rifle. 


This mission breaks down into four distinct sections. 
First, you must clear out the swamp of three groups of 
Panzergrenadiers, then a German counterattack must 
be stopped. After crossing under the bridge, you must 
run the causeway gauntlet under extremely heavy fire. 
Finally, an MG 42 nest and Panzergrenadier support 
group has to be neutralized beside the causeway gate 
before the mission can be considered complete. 


© Clear the Swamp. 


© Crush the Counterattack. 


© Survive the Gauntlet Gnove 
the length of the causeway). 


© Destroy MG 42 nest. 


OBJECTIVE: CLEAR THE SWAMP 


You begin this mission standing beside a house on the 
edge of a swamp area. Two groups of Panzergrenadiers 
open fire on you immediately, so get your groups to 

the low stone wall right off the bat. This wall provides 
acceptable cover in the short term. 


Crouch down and edge down the side of the wall until 
you come to the first break in the wall. Bring your 
scoped rifle up to your eye and move just far enough past 
the wall to be able to see the first group of enemies. Pick 
them off one at a time and then slide out a little more 

so that you can see the second group of enemies. Don’t 
rush this process; take your time and carefully pick off 
one enemy at a time. Doing it this way saves lives as well 
as wear and tear on your teams. 


Ittakes a very steady hand to use the sniper 
rifle, but it’s a very effective weapon when 
mastered. 


Take your time and conserve ammunition. 
Wait for the shots, then take them. 


When the first two enemy groups have been eliminated, 
you must still take out one more group. This group of 
Panzergrenadiers is sitting behind a hedgerow behind and 
slightly to the right of the house (relative to your starting 
point). If you don’t take 
these guys out, they'll mow 
you down from behind as 
you attempt to exit the area. 
Bring your two teams up to 
storm their location (behind 
the hedgerow) and take 
them out in one fell swoop. 
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The key to this 
mission is to let your 
sniper rifle do the 
talking. By taking out 
the enemies from a 
distance, you greatly 
minimize the risk 

to your two teams. 
Once the first two 
groups of enemies are 
picked off, overwhelm 
the third group (a 


small squad of three 
soldiers) with an all- 
out assault. 


OBJECTIVE: CRUSH THE COUNTERATTAGK 


When the swamp is clear of 
enemies, move across to the 
set of wooden planks that 
bridge the stream. Cross 
the stream and quickly 
move up to the small hedge 
to the right — the enemy 
comes at you very quickly. 


Cross the stream at this point. Take cover right away. 


As soon as you approach the hedge, several groups 

of enemies begin to run down the beach (to your left) 
toward you. Get out your Springfield and pick the 
enemies off one at a time as they rush up the beach. 
There is a short time when the enemies are completely 
exposed as the rush toward cover. These are difficult 
shots, but if you can take two or three of them down 
before they get set up, you'll probably save a life on one 
of your two teams. 


If''a tough shot, but try to take them out while 
they're running on the beach. 
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Inevitably, two or three of the enemy soldiers get set up 
on the beach. Use your sniper rifle to pick the rest of 
them off before you move underneath the bridge to meet 
up with the rest of your men. 
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{ i Desola 


Enemy starts to ertivé 
when you reach this 


hedge. 


Try to nail the j Stream 

Germans as they run Crossing 
through this open 

area. 
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The key here is to get quickly to the hedge and set up your sniper rifle to pick off the enemy as they run up the beach. If 


= 


Your Path 


you can take 2-3 of them out early it saves you a great deal of trouble. Once you've sniped all of the enemy soldiers you 


can move under the bridge in safety. 
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OBJECTIVE: RUN THE CAUSEWAY GAUNTLET 


Lt. Colonel Cole (the Colonel that led this historical 
charge) meets you under the bridge and gives you an 
order to charge up the causeway to the far end. The 
enemies are to your right as you move toward your 
destination and they continually reinforce their number, 
so there’s no point in trying to kill them all. 


Colonel Cole gives you the bad news that you 
must move down the causeway while under 
heavy fire. 


Since you have two teams, you have the advantage of being 
able to use one team to lay down suppressing fire on the 
enemy while the other team moves. We suggest that you 
use this method, although there are so very many enemies 
firing on you that the amount of suppression one of your 
teams can achieve is limited. Still, it’s the most effective 


TACTICAL 
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OBJECTIVE: DESTROY THE MG 42 


Now that you've made it to the gate you're not quite done. 
There is an MG 42 crew and a Panzergrenadier crew in 
the swamp off to the side of the gate area, and you must 


neutralize them before the troops can safely move through. 


Start by calling up your teams, then move them up to 

the first piece of cover and start one of the teams laying 
down a base of fire on the enemy positions. Once they are 
suppressed sufficiently, move to the next piece of cover. 


It's difficult to see the enemy, but you can spo 
their markers, 


me Ns 


tool you tive at your disposal: ‘Set up your BOF Team to 
fire on the enemy and‘then run to the first hedge and have 
the Assault Team follow you. Next, set up the Assault Team 
to lay down a BOF on the enemy while the BOF Team 
moves up to your current location. Continue this leapfrog 
technique until you get to the end of the causeway. 


This is a very difficult 
maneuver to pull off without 
taking damage to your 
teams. In fact, it’s nearly 
impossible not to take 
damage. The key is to get 
just enough suppressing fire 
on the enemy to allow you 
and one team to sprint to the 
nearest hedge. The leapfrog 
technique is the best thing 
you've got. 


et bein 
open fire. 


Once you're up to the 

rocks (see tactical map), 
have the BOF Team open 
fire on the MG 42 and 
Panzergrenadier positions. 
Flanking these positions 

is absolutely the best 
alternative, but it requires 
one very risky run from the 
stone to a hedge that’s in 
the distance off to the right. 
Bring your Assault Team 
with you and hoof it across 
this gap while the BOF 
Team covers you. Once you 
make it to the hedges, you 
can get right in behind the 
enemy positions and take 
them out very quickly. 


The PG group drops an MP 
44 (a very effective German 
machine gun). Pick it up to 
finish off the MG 42 gunner 
in a fitting way. 


Right up behind the MG 42 gunner! Return to the gate to complete the mission. 


STG 44 (NIP-44) MACHINE GUN 


The MP 44 (Machenin Pistole 44), also known as the STG-44 (Sturmgewehr, or literally “Storm Rifle”), is considered by many to be the first 
assault rifle, and was developed in 1943 in Germany. The STG 44is a powerful Weapon that fires 7.92mm rounds. This assault rifle had a lot 
of stopping power but was very heavy at 5.2 kg (empty). Capable of firing 500 rounds per second from a clip of 30 rounds, the STG-44 was the 
weapon of choice for many German soldiers. 
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‘D-DAY + 5 


The next two missions move you into an interaction with the legendary Lt. Colonel Cole who was 
intimately involved in the activities of the 502" in the days after D-Day. In real life, Lt. Colonel Cole 
survived these battles, but was killed in Operation Market Garden. 
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Charge and Capture the Farmhouse.» 
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There are three main sections to this mission. First, 
Cole calls in a sheet of smoke to be placed between you 
and the farmhouse. Once the smoke is in place, you 
must charge the farmhouse area and capture it. Then, 
Cole will make it his command post (CP) and instruct 
you to sweep the areas outside the farmhouse. Lastly, 
there is an MG 42 nest that has to be destroyed in the 
area near the farmhouse to complete the mission. 


© Charge and Capture the 
Farmhouses. 


© Clear the Farmhouse Yard. 


© Destroy the MG 42 Nest 


LF. COLONEL 
ROBERT.G. COLE 


Lt. Colonel Robert. Cole was a graduate of Westpoint and was 
assigned to the 502" Parachute Infantry Regiment of the 101° 
Airborne Division. In 1943, Cole was given command of the 3 
Battalion offthe502™, and he jumped with his battalion over France 
on the late night of June 5, 1944 (one day before D-Day). In an 
attempt to get to Hill 30, Cole was pinned down near a farmhouse 
surrounded by hedgerows. Cole was unable to shake the enemies 
loose with artillery barrages, solhe ordered his men to charge 
across the field and capture the farmholise with hand-to-hand 
combat if necessary. Gole and his men captured the farmhouse, 
and he received the Congressional Medal of Honor for his efforts 
here and on Purple Heart Lane. Cole was killed in Operation Market 
Garden and is buried in Holland. 


OBJECTIVE: CHARGE AND GAPTURE THE FARMHOUSE 


As you gain control of Baker and your teams, Cole tells 
you not to move until his command. When Cole gives 
the go-head, have your teams stay with you and rush 
across the field toward the 
farmhouses. The smoke is 
a blessing in that it covers 
you well from the enemy’s 
view. There is, however, 

a downside to the smoke 
in that it makes it very 
difficult to spot the enemy 
as you move into the area. 


background), it’s time to roll! 


Ready your Thompson machine gun for this charge. When 
you meet the enemy, it will be face-to-face. 


At first just run toward the enemy positions, straight 
into the smoke. Make sure your clip is full as you hit the 
smoke. When you come out the other side, get ready to 
see some very surprised 
German soldiers! Use your 
Thompson to take out the 
enemies that were unlucky 
enough to be in the field 
when the smoke came 
down. 


There’s an MG 42 nest to destroy; it lies on your left 
and can be taken out with relative ease. It’s possible to 
get behind its line of sight on your initial rush. There 
are also many enemies in behind the hedgerows as you 
move through the smoke. You'll be able to see their 
suppression circles, but it’s difficult to see their actual 
bodies until you are very close. Move carefully! 
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The Farmhouse is defended by several enemies. The best 
way to capture it is to have one of your teams lay down a 
base of fire on the German troops and then have you and 
the Assault Team rush in from the side to overwhelm 

the enemy. Sweep through the house in this manner and 
finish the resistance off. 


Once the enemy is suppressed 
the barn with relative ease. 


The last group of enemies is off 
to the right of the Farmhouse; 
they’re across the road and 
ensconced in a sand-bagged 
nest, but if you move through 
the back of the courtyard, you 
can come in behind them and 
take them out. 


jen you take the last enemies 01 Once the farmhouse is captured, Cole makes i 
notification comes to meet with Colonel Cole. _his command post. 


TACTICAL 


After the charge = 
set up here. 


MG 42 


Area of Smoke 


ee 


Charge Vector 
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Enemy Positions (>) 
The most dangerous aspect of this 
objective is the charge across the field. 
The enemy fires blindly into the smoke 
and, when you cross through the smoke, 
you'll be nearly face to face with your foes. 
Once you've secured the field, move up to 
mee the hedgerow nearest the barn/farmhouse 
Flanking Route a and then lay down suppressing fire before 
storming the barn. 


Set up here. 


OBJECTIVE: SECURE THE FARMHOUSE YARD 


Cole sets up his command post in the farmhouse 

and then instructs you to secure the farmhouse yard 
area. Move through the gate into the area in the back 
and be ready for some immediate action. The enemy 
immediately pours into the yard from the far right side, 
setting up behind the second row of low stone walls. The 
enemy fire comes from two vectors: 1) your right and 

2) from the field. Stay low to avoid the crossfire. 


The first wave of enemies sets up behind the first few 
sets of walls. Use your rifle to pick them off one at a time 
as they pop their heads up. 
While not terribly exciting, 
in this particular case it’s 
better to be safe and take 
the enemies out carefully 
rather than rushing 
headlong into enemy fire. 


speaking). 


Once the first wave of enemies has been eliminated, 
move your Teams up to the middle wall (see tactical 
maps) and get ready for 
another wave of enemies 
to come at you from the 
left and right sides of your 
position. Use your rifle to 
pick off as many enemies 
as possible. 


The final group of enemies is sitting behind a hedgerow 
on the road. You have five Grenades on hand, so move 
up as close to the hedgerow as safety allows, then toss a 
Grenade or two at the German troops to finish them off. 
Once the area is clear bring up your troops and move up 
to the roadway. 


A perfectly thrown Grenade explodes, killing 
the enemies behind the hedgerow. 
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TACTICAL 


Final enemy 
group. 


The most important piece of tactical advice 
| is to find cover immediately so the initial 
Initial ' wave of enemies don’t shred your teams 
Enemy Path é 
Ta to ribbons. Once you take the first wave 


“ae ed » out, move up to the next low stone wall. 
eae hs hem Ashe = rf . ™“ Continue moving up from wall to wall as 
; you take the enemies out with your rifle. 


Finally, there are a couple of areas where a 


_— » well-placed Grenade will do the trick. 
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After first wave 
move your teams up 
Set up here to this wall. 
to start. 


<— German Attack 
Waves 


Initial Enemy 
Path 
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OBJECTIVE: DESTROY THE MG 42 


Once up on the road it becomes immediately apparent that 
there are still groups of German troops nearby, including 

a pair of MG 42 nests. When the enemy opens fire on you 
instruct the BOF Team to lay down fire on the MG 42 
position to the left while you and your Assault Team move 
down the road while staying low behind the truck so as to 
avoid fire from the second MG 42 nest at the end of the road. 


As you reach the end of the hedgerow by the truck 

you'll pop out right beside the MG 42 gunner. Take him 

out and then have your BOF Team lay down fire on the 
Panzergrenadier team that’s nearby. While you can’t see the 
PG team, you can see its red icon and that’s enough to tell 
the BOF Team to lay down fire on them. 


of sight. 


With your Assault Team, 

keep following the path 

around until you come to the 
Panzergrenadier team. They are 
surprised by your arrival. Take 
them out and then get ready to 
loop around the back to get in 
behind the second MG 42 team. 


There are now two remaining enemy groups here: a group 
of two Infanterie by a sandbagged fortification in the middle 
of the field, and the MG 42 nest that covers the roadway. 
The enemies in the sandbagged ar: 5 

their fortification faces the wrong way to protect them from 
you. Gun them down, then loop around and get in behind 
the MG 42 gunner to take him out. 


TACTICAL 


The key to success in this area is to have 

your BOF Team lay down fire on the MG 

42 enough to distract the gunner while you 
flank him with your Assault Team. Then have 
your BOF Team occupy the group of three 
Panzergrenadiers while you again loop around 
behind them to finish them off. Finally, move 
into the back area to take out the Infanterie 
and loop in behind the MG 42 that’s guarding 
the road. 
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Location: 


Near Care 


Enemies: 


16 Panzerére™ 
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THE PATH TO 
WiCcTORY 


This is a tough and complex mission. It begins with 

you and your BOF Team running across the farmyard 

in an effort to avoid being popped by mortar fire. You 
must then capture the farm area that’s being held by 
Panzergrenadier troops. Once the farm area is in hand, 
there is a field in behind where Combs is pinned down. 
You must move in and take out the enemy (including the 
mortar team) in order to rescue Combs. The farm area 
must be recaptured in order to get Combs back to the 
command post; the German forces take it back. Finally, 
when you reach the command post Mac sends you 

back out into the fields to fight off a significant German 
offensive on the farm. 


Rescue Combs 


Capture the Farm 
vy 


OBJECTIVES 
© Avoid the 


ack Mortar Fire. 
Be Sanus hack » © Capture the 
y ; Farm. 


€ Rescue Combs. 


© Recapture the 
Farm. 


© Crush German 
Counterattack. 
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OBJECTIVE: AVOID MORTAR FIRE 


Your goal is to avoid the 
mortar fire that rains down on 
the field behind the command 
post while you move to the 
farm area down the road. Set 
your BOF Team to follow 

you and then run like heck 
through the fields to the 
roadway (see tactical map). 


The enemy mortar team is, in fact, only interested | 
(Baker). There’s a slight chance that you'll lose a member o 
your team from mortar fire if you move across the field with 
your BOF Team in tow. Instead, send the BOF Team directly to 
the roadway while you loop around the left side of the field. 
The enemy mortar fire concentrates on you (which you can 
avoid if you keep moving), allowing your BOF Team to avoid 
any possible casualties. 


It's unlikely that you'll take a hit from the 
mortars, but keep moving as fast as possible! 


TACTICAL 


Mortars fall in this area. 

| There are two options here. 
» You can have the BOF 

i Team form up with you 

| and sprint across the field 


Main Path for | to the road. This poses a 
BOF Team | slight risk to your troops. 
) The other option is to send 
Your (decoy) path your BOF Team straight 


(Send BOF team on to the roadway while you 
giro arr es ya | run around the left side of 
5 | the field. Since the enemy 
w | mortar fire focuses on you, 
) you can effectively protect 
your squad from mortar fire 
in this way. 


OBJECTIVE: GAPTURE THE FARM 


Just down the road lies another farm area complete with three buildings, several fields, and plenty of low stone fences. This area 
is defended by several groups of Panzergrenadiers, so approach with caution. Move into the field next to the first two buildings 
(the main house and the shack). This area is clear of enemy troops and it gives you a good starting point for the attack. 


fove up across the field to the Wa 
tactical map). 
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There are three main groups of Panzergrenadiers in this 
area. Two of them are behind the low walls in the field 
across the road, and the third is up in the corner perch of 
the barn (this is an MG 42 team). It is the MG 42 that has 
the height advantage on you and your men that presents 
the most significant problem. Use your rifle to pick off 
the group in the barn while your BOF Team lays down 
suppressing fire on the other two groups. 


Use your rifle to take out the MG 42 gunner in 
the upstairs portion of the barn. 


Once the MG 42 has been neutralized, the closer of 
the two PG groups can be taken out with a well-placed 
Grenade. Toss the Grenade 
at the enemy position; 
then, regardless of its 
effectiveness, rush the 
enemy position. If the 
Grenade did its job, you'll 
be safe as you approach. If 
it didn’t take the enemies 
out, then the shock of the 
blast keeps the enemy 
rattled as you storm them. 


TACTICAL 


A Grenade explodes and takes out the nearest 
group of Panzergrenadiers. 


Comb's 
Enem Location 
Mortar Team @': oO 
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The most important aspect of this assault is to eliminate the MG 42 in the upper area of the barn. This 
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When the enemy is swept from the farm area, get inside 
the barn and gather your team because mortar fire will 
again start to rain down on you. 


ALTERNATE 
STRATEGY 


Instead of picking off the Germans one by one (which can take 
some time), you can flank around the German‘susing the walls 
as cover. Leave your men in position behind the barrels and 
firewood pile, then have them lay down suppressing fire on the 
Germans squads in the field. With,the Germans suppressed, 

go between the Shack and the House(see map) and kill the 
enemies behind thehorse cart. You can then move into the 
house and take out the MG 42 gunner in this manner. 


Initially 
Set Up Here 


Panzergrenadiers © i 
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powerful weapon has a wicked height (line of sight) advantage on you, so neutralizing it should be your 
highest priority. Have your BOF Team suppress the other enemies while you use your rifle to pick off 
the MG 42 gunners. Once the MG 42 is destroyed, the other enemy positions can be assaulted. 


OBJECTIVE: RESCUE COMBS 


Wait for a break in the mortar fire then have your BOF 
Team follow you out into the field behind the barn. As you 
round the corner into the field you'll quickly see Combs 
and a group of Panzergrenadiers that have him pinned 
down. Immediately set the BOF Team firing on the enemy 
location, then use your rifle 
to take out the two German 
soldiers in your line of sight 
just to the left of Combs’ 
position. Once they are 
dead, sprint over and meet 
up with Combs. 


They won't see you coming. 


The last task to complete in this objective is to move into 
the field across the road and destroy the German mortar 
team that’s there. There is a 
group of two enemy soldiers 
in the area as well, but you 
likely have already taken 
them out when you flanked 
the PG unit. The mortar 
team can be assaulted with 
your BOF Team. Once it’s 
destroyed, follow Combs 


back to the farm area. on the mortar to fale it easier to approach < 
p itunscathed. 


There i is a a pattern 10 the mortar fire that lands outside the 
barn. The shelling comes in groups of three. After the third of 
the three shells lands, you have a few seconds to get from 
one piece of cover to another. 
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When you reach Combs he informs you that the only 
way out of this area is to destroy the nearby enemies 
(including the mortar team). With your BOF Team 
keeping the remaining PG group suppressed, move 
around the back of the hedgerows and flank the enemy 
position. As you move around the hedgerow a group 

of two enemies opens fire from across the street. Use 
either a Grenade or your rifle to pick them off before you 
continue. When you get in behind the Panzergrenadiers, 
use your Thompson to take them out in a flurry of bullets. 


é 


B ASS 


DS to the command post. 


eS a crew 0 0 enemies behind 
hedgerow across the street that you must use 
your rifle to take out before you can flank the 
PG group. 


LTA 


Flank 2nd PG unit 
this way. 


_ BOF’ Shoot these PG first 
Fire Vector then meet.combs. 


Set up BOF 
Team Here 


To Barn 


Mortar Team 
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OBJECTIVE: ESCORT COMBS TO COMMAND POST 


As you approach the farm, the enemy opens fire on you again. After just capturing this area you now must re-capture 


it. Set up a BOF with your team on the enemies on the road (see tactical maps). Once this is in place, sneak around the 
right perimeter of the fence and take out the Panzergrenadiers there. 


Once you meet up with 
Combs it’s important 
that your BOF Team 
lays down fire on the 
enemy PG position 

so that you can flank 
them. While you’re 
moving to flank you'll 
have to take out 
another PG group 
that’s in the same field 
as the mortar team. 
Once this group is 
destroyed you can 
flank and destroy the 
main PG group, then 
storm the mortar area. 


Be careful of the enemies across the street. 


Once you've taken out the enemies on the road, double back 
to your BOF Team and then have them lay down fire on the 
enemies across the roadway. 
Keep moving far to the left in 
between the shack and the 
house. By moving around 
this way you can come in 
behind the enemy forces and 
surprise them, eliminating 
them quickly and efficiently. 


Just around this corner the enemy is waiting 
to be surprised. 


Come 


Once the enemy forces are vanquished around the farm, Find and re 
you need to follow Combs back to the command post 
area where Colonel Cole waits. Follow Combs and bring 
your BOF Team with you. 


TAGTICA 
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Ajob well done, but there's more... 


A great way to clear the area is to 

chip away at the enemy by flanking 

C=) Be ‘ on both flanks at different times. 

; ) To begin, sneak around the left 
side of the wall and take out the 
three Germans on the road. Next, 
double back around through the gap 
between the House and the Shack 
and then destroy the enemy behind 
the wall. With these two maneuvers 
your BOF Team can mop up the rest. 


Move along this fence to take : 
ene ena et eam besides, once you pass between the 
track (see next-taefical map). House and the Shack you'll have all 


: Panzergrenadier >) ) the enemies surrounded. 


aT through this area to.flank 
the remaining enemies. 
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OBJECTIVE: THWART THE COUNTER-ATTACK 


Once back at the command post, Mac informs you that 
the Germans are coming with everything they’ve got. You 
are now given back command of your Assault Team as 
well as your BOF Team. Quickly bring both of your teams 
with you and move up to the furthest forward wall you can 
in the field (see tactical maps). The enemy immediately 
begins to pour into the area, so it’s critical that you get set 
up into an advantageous defensive position. 


The enemies comes pouring in as soon as you 
get to this wall. 


The German counterattack comes in waves as follows: 


COUNTERSAT TACK 
Wave 1: 1 group, center 


Wave 8: & groups, center 


Wave 3: 2 groups, 1 center, 
1 left Gyour left) 


Wave 4: 2 groups, 1 center, 
1 right 


_ Wave 5: 1 group, center 
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Keep your troops on the wal!’ and haye them pick off the 
enemies as they arrive. Use your rifle and any Grenades 
you have left over to help the cause. You can eliminate 
the entire German counterattack from behind the wall 


(see tactical map). Don’t move from this position until the 
fight is over. 


\. 
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~ This is a long mission and its entirely 
ammunition will dry up. The best way to 
to run out to where ds 
Nearby enemy was killed, 
grab his Kar98 rifle, the 
get back behind cover. 
There's no shame in using 
the enemy's weapons, 
especially when you're 
Short on ammunition! 


When the last enemy falls, move back to the command post 
area to end the mission. 


TAGTICAL 


German Attack Vectors 
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Set up your two teams here. 
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start to push you back toward the command post. 


The key to success in defending against the German counterattack is to get your two teams up to the 
walls noted in these maps. Once you're in position on these walls you can hold off the enemy without 
too much trouble. If you don’t get to these positions, however, the enemy will gain the upper hand and 
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These two missions cover the conquest and defense of the town of Carentan, France on June 12, 1944. 
As one might expect, the stakes are higher and the difficulty of these missions is considerably greater 
than past forays into enemy territory. 
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The most difficult mission you've faced 
so far, Push into Carentan challenges 
your skills in every way. From the 

very beginning of the mission it’s clear 
that the heat has been turned up. The 
German defenses aren’t taken down 
easily, and every yard is a tough fight. 
After clearing out the residential area 
you must push into the industrial area of 
town and capture it. Unfortunately there 
are two Panzer IV tanks in this area along 
with many Panzergrenadiers, making the 
job a difficult one. After the tanks have 
been destroyed, you must enter and clear 
out a sizable warehouse that not only 

has plenty of Panzergrenadiers inside, it 
also has two MG 42 guns with excellent 
defensive lines of sight on your entrance 
positions. 


© Enter 


and Clear the Warehouse. 


PAN ZERKANPFUWAGEN 
(PANZER) IV TANK 


The Panzerkampfwagen IV German Tank was a very powerful and. effective tank forthe Germans in WWII. With a weight over 22,000kg, the crew of 
5 men could travel up to 210km at speeds of up to 40km/hr ona single tank of gas. Powered by a 12-cylinder 300hp engine, the gas-guzzling weapon 
had a gas tank that held 470 liters of petrol. Armed with a 75mm cannon and.two 7.92mm machine guns (one on the hull and one COAX gun), the 
Panzer IV could carry 80 main rounds into the battlefield. It's a formidable piece’of armor indeed. 
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OBJECTIVE: GAPTURE THE RESIDENTIAL HOUSES 


Immediately group both your teams together with you, 
then crouch down and make a sharp right turn into the 
yard of the house beside your starting point. As soon as 
you reach the low stone wall the enemy will open fire and 
start shredding you. There are three choices here: 

1) toss a Grenade, 2) try to pick them off one at a time, 
or 3) assault the enemy position en masse. A Grenade 
can be very effective, but it’s better to save at least two 
Grenades (you begin with only three) for taking out the 
Panzer IV tanks later on. Tell your teams to assault the 
enemy to overwhelm them. 


Since Panzerfaust units can be tricky to use on large enemy — 
tanks, save two Grenades for the eventuality that you may 
have to climb on the back of the tanks and drop a Grenade 
down them in order to destroy them. Having the option of 
doing this is valuable, especially if you can't get at the 
Panzerfaust alternative. 


Out in the street is an MG 42 nest, but it’s facing the other 
direction, so it can’t hurt you. There are, however, two 
groups of Panzergrenadier troops in the street and behind 
the wall across the street. When you've loaded up your 
Thompson and have it at the ready, have all of your troops 
assault the enemy locations to quickly overwhelm them. 
There is fallen allied soldier here and a BAR machine gun 
that you can pick up and use if you so desire. 


UALAVAD: 


# 


BAR NACHINE Gum 
The BAR (Browning Automatic Rifle) was created by John Browning in the dying months of World War I. It was modified several times up until 1939, 


when the M1918A2 model was finalized. The BAR is a very powerful weapon that weighs in at nearly 9 kg, holds 20 rounds, and fires 650 rounds per 
minute. The BAR is a valuable addition to any soldier's armaments, 


TACTICAL 


Satanic en Peel meme, ©The enemies are tenacious 
this street or the MG j / inthis area, so don’t waste 

42 will shred you. ‘ ‘ Tf | ) any time trying to pick them 

\ @ ) off one at a time - go right 

\ after them with gusto. Be 
careful, however, to follow 
our suggested path. If you 
move down the street the 
MG 42 will take you down in 
a hurry. When approaching 
any enemy location, stay low! 
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OBJECTIVE: ENTER THE INDUSTRIAL YARD 


As soon as you clear the residential area the wide-open industrial portion of Carentan comes into view. The defenders 


of this area open fire immediately so move your teams up to the low stone walls and seek cover while you sort out the 
sources of enemy fire. 


There are several layers of enemies in the area. Use 
your rifle to pick off the first row. Then, as the Germans 
fall, move your troops up from one stone wall to the 
next. Once you've taken care of all the enemies but 
those behind the gate (see tactical map) you can keep 
your teams laying down fire on the enemies while you 
sweep around and flank the enemy. Be careful, however, 
because there are two Panzergrenadiers waiting in the 
row houses along the flanking route. 


nt an MG 42 pointed directly at your troops, an assault 
n be just what the doctor ordered. This is especially true 


"headaches number three or less, and your combined 
your teams is seven. Seven gun-firing soldiers rushin 
to me pain can make enemy soldiers pa 


option, assaulting can give you so} id 
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There are othe of low stone walls that Provide Sr aallent cover for you and your men as you approach the enemy 
positions. The Panzergrenadiers occasionally pop their heads up, even when suppressed, so use your rifle to thin them 
out before you move around and flank the stubborn ones. 


OBJECTIVE: DESTROY THE TANKS 


Your job is now twofold. First, take out the remaining 
groups of Panzergrenadiers that defend the area. Second, 
(but probably first in terms of chronology) destroy the two 
Panzer IV tanks that are patrolling the area. Move with your 
men up to the wall on the left of the grain storage areas. 
From this point you can see the two groups of PGs that are 
dug in near the large warehouse. 
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As you get to thé wall (see tactical map) the roar of the 
Panzer IV engine becomes apparent. At this point leave 
your two teams at the wall while you move back around 
to the right in an effort to flank the first Panzer IV. The 
enemy tank comes from the right and, if you play your 
cards right, you can get in behind it, climb up, and drop a 
Grenade inside to destroy it! 


Boom! 


Getting in behind the tank and then dropping 
a Grenade inside is an excellent way to 


destroy it. 
Jy 
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PANZERFAUSTS 


While the game notifies you that there are Panzerfausts to 
be found, it’s best to take the first tank out with a Grenade 
rather than risking the open-field running required to get 
the Panzerfaust unit. When the first tank is destroyed and 
the PG units are neutralized, the Panzerfaust is an excellent 
alternative for the second oncoming Panzer IV tank. 


Set up your BOF and 
Assault Teams to lay down 
a base of fire on the two 
PG groups by the large 
warehouse. While they 

do this, flank them and 
surprise them with your 


Thompson. 
fell your unit 
locations, 


With the PG units destroyed your only concern (in this 
area) is the second Panzer IV tank that’s rolling in. Move 
quickly to the Panzer fausts 
that are stacked up across 
from the large warehouse. 
Use this weapon to take 
out the Panzer IV. Use the 
stacked crates as cover to 
move in and out of LOS with i, 
the tank. It normally takes : 
more than one Panzerfaust 
to take the tank down. 


e Panzerfausts are in the crate in the right 
of this picture. 


Panzer IV Tank 
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Put your teams here. 


Take out first set of 
enemies from here. 
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This portion of the mission goes in three stages. Move your troops up to the wall and then 
flank the first Panzer IV and destroy it with a Grenade. The second stage involves flanking 
and destroying the two PG groups by the large warehouse. Finally, using either a Grenade 
or the nearby Panzerfaust units, destroy the second Panzer IV tank. The key is to use the 
many stacks of boxes and low stone walls as cover as you move through the area. 
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OBJECTIVE: CLEAR THE STREET AND ENTER THE WAREHOUSE re 


Once on the street there are three more enemy soldiers that must be dealt with — they are down the street on the left 
just past the trucks. Move your teams down in assault formation and take them out, then double back to the trucks. 


jady for some more action. 


The doorway to the warehouse opens and a group of Panzergrenadiers pour out when you 
arrive back at the truck. Be ready for them and gun them down with extreme prejudice; 
their buddies are about to return the favor as you try to capture the warehouse proper. 

| Meet up with Mac after the warehouse entryway is cleared. 


Meet up with Mac after the area is cleared. 


TACTICAL 


Enemies pour out. rough this : F : 
door. Once open this is the » The key to this area is to be 


enctrance tothe warehouse. ready for the warehouse door 
to open up. When it does, have 
both of your teams ready to gun 


Burning » down the soldiers that run out. 
Panzer IV 


Warehouse 
Entrance 


OBJECTIVE: GLEAR THE WAREHOUSE 


The inside of the warehouse is defended fiercely by no less than 20 Panzergrenadiers and two MG 42 guns. Many of 
these enemies are set up so that you are in a deadly crossfire if you attempt to move deeper into the warehouse. The 
warehouse surrounds an open-air courtyard. It is across this courtyard that the MG 42 guns are aimed. Your first job is 
to capture the first portion of the warehouse. Start by having your BOF Team lay down fire on the enemies inside the 
first room (just beyond the entrance) while you and the Assault Team move through the doorway to the right where you 
can flank and take out some of the troops in the courtyard area. 


immediately in the courtyard area. 


Once the outside are is cleared as best you can (from 
behind the barbed wire), move your Assault Team back 
into the first room and Assault the enemies at the back of 
the room. It’s imperative that you take these soldiers out, 
and it’s also imperative that you move quickly so that the 
MG 42 gun doesn’t shred you on your way through the 
room (yes, the MG 42 has an LOS into the room). 


i AX... ‘ 


Corrion \ 


ry to surprise the enemy as best you can in There may be some onrushing enemies 
the first room. outside the room that must be dealt with 


before you can move out. 


Next up have your BOF Team move into the room and lay 
down fire on the nearest MG 42 position. This won’t do a 
great deal, but it will occupy that MG 42 while you and the 
Assault Team move into the courtyard area. Head straight 
for the truck, then hang a left and assault the enemy 
soldiers behind the crates. Don’t dilly dally, assault them 
all-out with both you and your Assault Team. Doing this 
decisively results in a quick sweeping of the area. 


You are now out of LOS of the MG 42 guns, but there are 
still plenty of Panzergrenadiers in the building across the 
courtyard. Move along the building to the MG 42 and 
surprise the gunner with a bullet in his head, then have 
your team stream into the area and flush out the room. 


The best way to avoid the MG is to crouch along the wall outside 
right next to it. Then use the truck and crates as cover when 
moving back into the warehouse up the stairs from the courtyard. 
Once inside, the MG gunner is an easy kill. Conversely, killing 
the gunner from the outside is pretty much impossible. 


Now move to the second MG 
42 gun and take its gunner 

out as well. Once this is done, 
call up the BOF Team to help 
you sweep out the remaining 
rooms. Once the final enemies 
are vanquished in these rooms, 
the mission is complete. 


An assault will take out the final few pesky 
enemies. 
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TACTICAL 


The key is to not pussyfoot too much. When a group of enemies is cornered, assault them; they'll likely fold like a cheap 
chair. If you hang back and try to pick them off one at a time, they'll end up picking your team off one at a time. Once in 


the courtyard, stay out of the LOS of the MG 42 guns. When the MG 42s are neutralized you can bring both teams in to 
sweep the building. 


. Now 
jt to the church tower. 
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Capture the Residential Houses, 
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OBJECTIVE: GRUSH THE COUNER-ATTACK 


The mission begins with a Springfield scoped rifle in your hands while you sit on the top of the church spire in Carentan. 


THE PATH TO 
VICTORY 

This mission has two phases. First, you must sit 
in the top of the tower and use your Springfield 
sniper rifle (scoped) to take out onrushing 
Panzergrenadier units from three sides. Once 
that’s complete, you must descend to the lower 
level of the church and arm yourself with an M9 
Bazooka. With this weapon you must take out 
not one but three onrushing Panzer IV tanks 

—a tall order with a hand-held anti-tank weapon. 
Fortunately there is plenty of ammunition 
available to do the job. 


of the Church. 


© Destroy the Three 
Panzer IVs. 


One of your buddies takes a bullet in the head and it becomes immediately clear that you have to stop another German 


attack. Use your scoped rifle to pick off the enemies at great distance. 


The enemies 


comeatyouin ENEMVYSAT TACKS 


waves. They can 


come fromoneof — Wave 1: Center 
three directions, 3 

center, left, : Wave 2: Right 
and right. The 


followingisalist [) Wave 5: Left 
of the five enemy 
attack waves and 
their movement 
vectors: 


Wave 4: Right and Center 


Wave 5: Left, Center, and Right 
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The enemies attempt to fire on your position, but since the distances aré Ament: unlikely you'll be hit (provided that 
you quickly kill the approaching soldiers). Don’t spend all your time in the s¢oped view; drop in and ‘out of this view so 
that you can get a global view of the attackers from time to time. When the last wave is finished you'll get an indication 
to move downstairs. 


globai 
view before going back to the scoped view. 


TACTICAL 


The key is to listen to your 
men so that you know 
which direction the current 
wave of enemies is coming 
from. You have plenty of 
ammunition to do the job, 
and the enemies have a 
hard time hitting you with 
their standard-issue K98 
rifles, so take your time and 
pick the enemies off one at 


OBJECTIVE: DESTROY THE TANKS 


After you arrive on the second level of the church you 
won't have to destroy tanks just yet. First off there are 
several waves of enemies to pick off with your Springfield 
scoped rifle. If you’re low on ammo, move to one of the 
two ammunition boxes and refill your coffers, then open 
fire on the enemies. Your cohorts warn you from which 
direction the attackers are approaching. 


fou are added support to meé 
ground defending the church. 


Once the onrushing soldiers have been quelled, the roar 
of tanks fills the air. It’s time to move to the other side of 
this level to obtain the Bazooka there. Ready your rifle as 
you move through the doorway, however, because there 
are several German soldiers waiting to ruin your day. 


|GUNNING THE TANK: 
“see one of the tank 
commanders sitting on 
the outside of his tank. 
It partially disables/ 
damages the tank if you 
shoot him with your 
sniper rifle! 


jere’s a certa 
these guys. 


Once you have the Bazooka in hand, you must load it 
with the first shell, then move quickly to the left side of 
the level and aim it at the tank. Fire, then quickly move 
away from your firing location because the tank will 
always be aiming at where you're at, so if you don’t keep 
moving you'll die a quick death from a tank shell. After 
each shell, reload then (while moving) hit the tank again. 
It can take up to five shells (if you’re unlucky) to destroy 
one tank, so be ready to keep shooting. 


COMMANDER | 


Bingo! 


The next tank arrives from the right side, so again move 
over and start shooting it repeatedly with Bazooka shells. 
Remember to always keep moving because the tank will be 
constantly firing both its machine gun and its main cannon 
at your position. The third tank comes from the central 
area, and once it’s destroyed the mission is complete. 
Remember that you can reload the Bazooka’s ammunition 
at any one of the three ammunition boxes on the level. 
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Bazooka 
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Ammunitiog age ~ 


Tank Three 
Path 


The key to destroying the tanks is to keep moving at all times so that the incoming tank shells can’t kill you. Remember 
to account for gravity when firing the Bazooka (aim a little high). 


NS BAZOOKA 


The M9 Bazooka was the most effective rocket propelled grenade device to be used in. combat in WWII. While not always effective against the 
enemy's heavier armor, the Bazooka was still capable of penetrating. heavy armor in some situations from up to 800 meters away. Keep in mind that 
the one-use disposable Panzerfaust unit was pretty much useless at any distance over 50 meters. The M20 Bazooka weighed in around 15 Ibs, with 
each high explosive rocket weighing just over 8 Ibs each. The effective rangevof the M9 was about 400 meters. 
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This chapter covers one mission: the final one. This is by far the most challenging mission in the 


game, and it portrays a level of realism that will give you a new appreciation for the men who fought so 


long ago to protect our freedom. 
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THE PATH TO 
WiCTORY 


This is the ultimate mission, and as such 
it is by far the most difficult. The enemy 
fights with a resolve you have not yet 
seen. The first portion of the mission 
involves getting to the trench on Hill 30. 
The path to Hill 30 is guarded by plenty 
of enemies and an MG 42 gun in an area 
with little cover. The situation deteriorates 
upon reaching the hill. You are sent to 
run out and find two Sherman M4 tanks 
to come and save the day. This process is 
difficult and twofold. First you must make 
it through enemy-occupied territory to 
find the Shermans, then the Shermans 
must be guided back safely to Hill 30. 


e game. The 


qhe goal of 


arst cutscene Y° 


the mission *S 


McCreary, 
Courtland: 
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Gorrion, 
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to capture Hill 


Find the Sherman 
Tanks 


Return with the 
Shermans to 
Hill 30 


© Get to Hill 30. 


© Find the Sherman Tanks. 


© Guide the Sherman Tanks 
to Hill 30. 


OBJECTIVE: GET TO HILL 30 


As soon as the cutscene ends, send your BOF team up 
to the cart and dead horse in front of you. The enemy 
appears to be everywhere, including directly in front of 
you and to your right. Have your BOF Team lay down 
fire on the enemies in front of the cart, then assault 
the position to your right (behind the rocks) with your 
Assault Team. 


You're immediately p 
your few options. 


The best way to clear this area is to keep to the right 
(along the hedgerow) as much as possible. After the pair 
of enemies behind the rocks is taken out, move your 
Assault Team up to the 

log while your BOG Team 
continues to suppress the 
enemies on your left. Flank 
those enemies, kill them, 
and then call up your BOF 
Team to your position. 


ighting 1s tough, but you must push tl 
envelope or expect to be pinned down ad 
nauseum. 


Take both teams and do an end-run rush around the right 
side of the area toward the MG 42 and the other enemy 
troops. From this angle the MG 42 cannot hit your men, 
so charge in and clear away the remaining enemies. Once 
the final enemies are finished, run the short distance to 
the trench on Hill 30. 


TACTICAL 


The enemy has multiple lines of sight on your positions no matter where you are in this area. There are so many 
enemies that sitting back and trying to pick the Germans off one at a time won’t work; you must be aggressive and move 
along the right side where the MG 42 can’t hurt you. 


OBJECTIVE: FIND THE SHERMAN TANKS 


After getting smacked down for a few minutes in the trench 
at Hill 30, instructions are given for you to move out into the 
countryside and find the two nearby Sherman tanks that can 
help quash the German counterattack. This is a tall order 
because there are Panzer IV tanks, enemy soldiers, and an 
MG 42 gunner between you and the armor. 


The best way to get to the armor is to run like the wind. There are a few enemies that you must kill along the way, but 
you don’t have any anti-tank weapons, so when you come to the Panzer IVs, just run past them as fast as possible. Stick 
to the right side of the road as much as possible along the way. 


fove up and take out only the enemies that you must fight. 


Keep running until you get to the bridge. The Sherman tanks are rolling over the bridge and as you approach they'll 
notice you and turn off the road and approach you. The MG 42 gunner across from the bridge now opens fire on your 
position, so get in behind the tanks and let them do their thing! 
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‘Sherman Tanks 


Stay to the Right 
MG 42 


Stick to the right as much as possible as you sprint toward the bridge where the Sherman tanks are located. There are 
several groups of enemy soldiers that you must deal with, but other than those we recommend that you run! 


OBJECTIVE: GUIDE THE SHERMAN TANKS TO HILL 30 


Once you reach the tanks they will fall 
under your command. The roads back 
to Hill 30 split around central islands. If 
you move both of your tanks together 
one side of these islands they'll be 
destroyed by the German armor. The 
key to success lies in having the two 
Sherman M4 tanks roll around the 
central islands at the same time so that < 
they can surprise the enemy armor and 2 
hit it from two sides simultaneously. 


other down the opposite side. 


AVOID DAMAGE 


Make sure your armor 
doesn't travel together 
down the same road or 
they'll be destroyed or 
severely damaged by the 
enemy armor. Surprise and 
multi-angle attacks are the 
best way to take on the 
enemy. 


After the first enemy tank is destroyed, move the two Shermans around the “island” between the roads lying ahead of 
you. There is another Panzer IV tank off to the left of your position so have one Sherman loop around the right side of 


the island while the second Sherman moves up to take on the Panzer IV head-on. Once this tank is destroyed, send the 
two Shermans up the path back to Hill 30. 


When the Shermans arrive at Hill 30 they take out the enemies in the trenches, securing the area and saving the day. 
Once that’s over you must meet with Mac to end the mission and complete the game. Congratulations! 


a Ba TRONS 


Ensure that your attack vectors approach from 
two different locations at least 90 degrees apart 


gi Enemy Tank 


It’s important to keep your tanks apart and have them flank the enemy armor as they move. If your tanks get close 
together, they are likely toast. 
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This chapter takes a brief look at the multiplayer 
gameplay in Brothers in Arms: Road to Hill 30. After the 
fierce battles of the single-player missions are complete 
it’s time to get into action against other humans through 
a LAN or the Internet. After all, there is no challenge 
that can match that of other flesh-and-blood players. 
Even though the AI (artificial intelligence) in this game 
is outstanding, a 
| human opponent 
adds layers of 
complexity and 
V unpredictability that 
cannot be duplicated 
otherwise. 


This chapter endeavors to briefly examine the victory 
criteria for each of the ten multiplayer missions in 
Brothers in Arms: Road to Hill 30. We also supply high- 
resolution top-down 
maps so that you 
can plan your 
movements and 
strategies ahead 

of time or on the 

fly during these 
missions. 


MULTIPLAYER 


y UBIL.COM 
AN PLAY 


MULTIPLAYER 
BASICS 


On the PC version multiplayer action can be achieved 
through two methods: You can play on Ubi.com or you 
can play over a LAN (local area network). With the Xbox 
version you can enjoy multiplayer action in one of three 
ways: over the Xbox Live network, via a System Cable 
(connecting two machines together) and on one machine 
via a Split Screen. 


PC VERSION 


On the PC version, once you've made a choice about what 
method of connection you will use, you must choose the 
number of players 
(2 or 4) that will 
be involved in the 
mission. Next up 
you choose one of 
ten missions and 
you're off! 


CREATE LAN MATCH 


XBGK VERSION 
Up to 4 players can battle on the Xbox. There are multiple 


methods (Xbox Live, System Link or Split Screen) for 
players to take part in fierce multiplayer action! 


TACTICAL TEANS 

The very exciting innovation that’s implemented in the 
multiplayer version is that each player gets their own 
BOF or Assault Team to work with in the missions. 
Having these teams (one for each player) involved in the 
mission adds a layer of complexity that makes for highly 
charged and hairy situations. Use the team-management 
skills you’ve mastered in the single-player version of 
Brothers in Arms to your advantage in the multiplayer 
missions. 


THE MULTIPLAYER GAMES (MAPS) 


This section examines each of the multiplayer mission’s objectives and gives you a high-resolution top-down map to aid 
in planning your strategies. Note that all of the multiplayer games are timed, with the timer running in the upper left 
corner of your screen at all times. Always be aware of the time situation; whether you are attacking or defending the 
amount of time that remains is critical information. 


ANIBUSH AT ANTERBIEN 


The American soldiers are trying to deliver orders to a convoy waiting on the far side of the village. German troops have 
set up an ambush to stop them. The Americans must first grab the documents, then deliver them safely. 


© Allied Objective: Find and then deliver the documents. 
© Axis Objective: Prevent the delivery of the documents. 


SHATTERED WINGS 


American Paratroopers have been sent to destroy two anti-aircraft guns hidden within Rommel’s Asaparagus (poles 
planted in the fields to prevent Allied glider landings). German Troops prepare to defend those guns. 


© Allied Objective: Destroy the two AA guns. 
€ Axis Objective: Protect the two AA guns. 
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American Paratroopers have been sent to destroy an anti-aircraft battery. German troops defend the two AA guns with 
a network of trenches. 


© Allied Objective: Negotiate the enemy trenches and destroy the AA guns. 
© Axis Objective: Protect the two AA guns. 


BLOOD GN THE CAUSEWAY 


The American soldiers are trying ot deliver documents to the Allied way station across the causeway. The causeway is 
held by German foreces determined to stop the delivery. 


€ Allied Objective: Find and then deliver the documents. 
© Axis Objective: Prevent the documents from being delivered. 


ETIENWILLE DAWN = 


he 
7: 
American troops have discovered a valuable German codebook in the town of Etienville. The Germans must prevent the 3 
Americans from taking it and attempt to recover the codebook themselves. = 
© Allied Objective: Get to the codebook and protect it. ve 
© Axis Objective: Retake the codebook back from the Americans and then protect it. “ 
ty 
2 


CROSSROADS AT PELLERIN * 


A damaged German supply truck has been spotted at the crossroads of St. Pellerin. An American squad has been sent 
to destroy it, while the remaining members of the German escort fight to protect it at all costs. 


© Allied Objective: Destroy the German supply truck. 
© Axis Objective: Protect the supply truck and survive. 
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American Paratroopers are on a mission to stop German armored reinforcements at the La Vire river. They must find 


mis-dropped explosives and destroy the bridge while avoiding the German patrols in the area. 


© Allied Objective: Find the explo s and destroy the bridge. 


© Axis Objective: Destroy all the American troops and prevent the bridge’s destru 
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American armor has landed on the beaches. A German demolition team must bog them down by destroy the locks and 
flooding the fields. American forces have been sent to protect the locks. 


© Allied Objective: Prevent the destruction of the locks. 


© Axis Objective: Find and destroy the locks while stopping the American’s counter-attack. 


BEFGRE THE STORN 


American soldiers are trying to deliver documents to the far side of an abandoned town. There are no known German 
patrols in the area and the town seems quiet and deserted... 


© Allied Objective: Cross the town to deliver the documents. 
© Axis Objective: Ambush and destroy the American troops. 
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GUIET BLUFF 


The Germans are hiding a codebook of great value somewhere in the foggy town of Isigny. American forces must 
recover the codebook and take it quickly to the extraction point. 


© Allied Objective: Capture the codebook then get it quickly to the extraction point. 
© Axis Objective: Protect the codebook. 
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